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Pirating around the world for fun and profit 
by Matthew Peckham 


Somewhere in Eastern Europe it’s Saturday morning, early 
and brisk. The earth turns slower in the Baltic latitudes, and 
the sun at 7 a.m. is already riding high. Fleets of dreary, 
skeletal buses tow hundreds of cramped early risers to a 
weedy gravel lot, where they disembark outside a sheet 
metal barrier and hoof it a couple hundred meters to the 
entrance of a spectacle resembling the Cairo bazaar in 
Raiders of the Lost Ark. Throngs of shoppers crowd shabby 
card tables, swarm half-lit tents, barter fishing rods, buy 
faucet nozzles, gape at wedding dresses, ogle lilliputian lin- 
gerie, scoff at antediluvian 8-track players...and snatch up 
fresh-mint copies of Half Life: Game of the Year Edition in 
unassuming jewel cases from hawkeyed hagglers for a buck. 
It’s fast times and flea market prices at Gariunai, the 
place to be in Vilnius, Lithuania on a weekend morning if 


Holy shady selection, Batman! 
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you’re after a steal (quite literally). It’s one of three primary 
locations you can visit to scope illegal software in the capital 
city of this gradually westernizing country, where black 
market barkers make nabbing copies of the latest productivi- 
ty and entertainment software as easy and cheap as grab- 
bing a burger and fries at McDonalds. 


A Seadog-Eat-Seadog world 
You’d think international piracy was in vogue traveling 
abroad. In St. Petersburg, Russia, Europeans with perma- 
nent tourist-neck flock to Nevsky Prospect to gawp at the 
Kazan Cathedral, the Church of the Stained Blood, and the 
cafes frequented by Pushkin, Nijinsky, and Tchaikovsky. 
Beside these hallowed monuments, unabashed pirate stands 
are as popular and prevalent as the gypsy children that 
work the tourist crowds. Walk into a subway terminal and 
you'll find dozens of copies of the freshest games and busi- 
ness applications checkering transparent plastic kiosks. Just- 
released Hollywood movies sit side-by-side with stacks of 
adult entertainment titles that boldly uncloak labyrinths of 
contorted limbs and oiled flesh. A dozen versions of 
Windows Millennium Edition, from early betas to gold code, 
cram angled shelves alongside photo editing applications 
and 3D modeling tools. Nevsky Prospect is a flourishing 
buccaneer cornucopia where street sellers target the local 
police as readily as pimply teenagers. “It’s a mess, but the 
[pirate] business is actually becoming much more difficult,” 
says one Russian observer. “Not all piracy shops are closed, 
but the city government is working to address the problem.” 
The outrageous situation in these countries is hardly 
news. The Business Software Alliance (BSA) Sixth Annual 
Global Software Piracy Study, released in May 2001, states 
that the business software piracy rate in Russia, the Ukraine, 
and other central independent states is a prodigious 88%. 
Compare that to a piracy rate of just 34% in Western Europe, 
and 25% in the United States—the lowest in the world. 
Simple percentages can be misleading, however, as decrease 
trends from year to year are markedly lower in North 
America, indicating that core issues may be harder to solve 
in western countries. Further, the Asia/Pacific region by 
itself accounts for the highest actual dollar losses overall, at 
just over a staggering $4 billion dollars in 2000, in spite of a 
regional piracy rate that is lower than Eastern Europe’s. 
Translated to dollar losses, the Intellectual Property 
Enforcement group for the Interactive Digital Software 


dd More than just software redistribution warehouses, pirate 
groups are as much cults of personality as they are disas- 
semblers of hallowed legal and business practices. BP 


Association (IDSA) estimates that worldwide piracy cost the 
U.S. entertainment software industry alone over $3 billion in 
1999. Some have argued that these numbers are inflated, cit- 
ing the belief that pirates wouldn’t purchase the software 
outright, even if their operations were somehow shut down. 
Ric Hirsch, Senior Vice President of the IDSA, disagrees. 
“Most of [the copyright industries] have factored in that peo- 
ple who purchase pirate copies of a software program would 
not in every case go out and purchase a legitimate copy. 
Thus, we believe that the concern about this as an inflation 
factor is overstated. Moreover, the concern is really beside 
the point. Even if one were to accept that the loss estimates 
are high, does that somehow justify that the level of pirate 
activity out there is acceptable?” 


Back to the Basics: A Piracy Primer 

Software piracy is defined by the Webopedia (www.webope- 
dia.com) as “the unauthorized copying of software.” It’s 
basic and a bit vague, but surprisingly comprehensive if you 
consider the rules: when you purchase software, you are not 
purchasing a product outright, but rather a license to use 
the product. It’s a subtle yet critical distinction. Most off-the- 
shelf programs are licensed for one user at any time. You 
can make copies for backup purposes if the license does not 
specifically prohibit it, but installing the application in more 
than one location simultaneously is a 
no-no, meaning that copy of Office 2000 
you just loaned to the guy you’ve been 
dating for three weeks is definitely 
grounds for serious fines, in spite of 
your benevolent romantic impulses. 
Statutory damages alone can total as 
much as $100,000 per violation, and up 
to $250,000 and 5 years imprisonment if 
resulting in a felony conviction. 

Even reselling software can be tricky. 
eBay, the popular Internet auction site, 
recently cracked down on individuals 
caught selling OEM copies of Microsoft 
operating systems. Contrary to popular 
opinion, OEM versions of Microsoft 
operating systems are bound to the PC 
with which they were sold, thus 
reselling the standalone product even if 
it isn’t installed on the original PC is 
considered unacceptable under 
Microsoft’s licensing policy. 

Though a great deal of piracy occurs 
due to a misunderstanding of the licens- 
ing stipulations, the vast majority is 
deliberate. Typically, it involves the 
mass redistribution of cracked code 
ranging from whole CD or DVD images 
(sometimes referred to as “ISO” or “BIN” 
files) to the barebones essentials called 
“rips” and usually lacking things like 
video and high-end audio for minimalist 
game play. No matter the steps taken to 
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Looks like Microsoft releases unfinished software over here, too! 


educate users, it’s the intentional violators that constitute 
the core problem. 


A pirate’s life for me 

Think about the pirate network as an international array of 
individuals operating in decentralized fashion, holding clan- 
destine meetings in cyberspace, and engaging in the art of 
hacking and cracking for fun as often as profit. Use of tools 
like Pretty Good Privacy (PGP) and other cryptography pro- 
grams help to cover their tracks. Shutting down pirate rings 
tends to have only a temporary effect, and pirate groups are 
quick to reemerge under different names or banners. Ric 
Hirsch attributes much of this to the rapid evolution of the 
Internet. “Accelerated development of communication infra- 
structures have contributed to growth in the reach and 
power of the Internet, and therefore usage of the Internet,” 
says Hirsch. “The Internet has become a primary vehicle for 
the infringement of intellectual property rights and its 
growth has catalyzed the diffusion of infringing activity 
among disparate members of the population.” 

An essential aspect of Internet communication, Internet 
Relay Chat (IRC) is the cardinal tool of the pirate. Combine 
the antiquarian straightforwardness of the AOL chat rooms 
with flexible, automated scripting and massive decentraliza- 
tion, and you have the rudiments of what has become the 
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Customers browse at a pirate stand outside Red Square in Moscow. >>> You don't 


remember that Waterworld game, do you? 


dd Walk into a subway terminal and you'll find dozens of 
copies of the freshest games and business applications 


checkering transparent plastic kiosks. PP 


de facto environment for pirate networks. Like most chat 
rooms, communication occurs in real-time. Download a 
copy of the popular client program mIRC, connect to an 
IRC server, and you'll find yourself in an abstract, col- 
orized textual world littered with digital arcana. One server 
may connect a dozen others, and cater to several hundred 
clients. The largest networks, called EFnet (Eris Free net), 
IRCnet, Undernet, and Dalnet often serve upward of 40,000 
users at any moment. Crowded rooms covering everything 
from “sex” to “ham radio” pump fast-scrolling banners, 
random comments, information requests, and abstract 
musings to stacks of disembodied usernames in the pro- 
gram’s right-hand column. Dozens come looking for cyber- 
sex, political debates, pre-arranged chat events (often 
involving celebrities) or just general nonsensical conversa- 
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tion, but the most populous rooms deal pirated software 
called “warez” (sounds like “wares”), drawing thousands. 
Mindless scripted “bots” belonging to distribution groups 
respond to paging commands and flash their digital trench 
coats, peddling all the latest hot property files at cable- 
modem or better speeds. Like some ceaseless 
Brobdingnagian brain, IRC is the hub of the international 
piracy wheel. 

Vying for top spot in black market traffic, and perhaps 
the seminal location for illegal software, are the news- 
groups, online forums covering nearly every conceivable 
cultural interest. One group in particular, 
alt.binaries.images, serves up a bevy of pirated titles daily. 
The way it works is simple: user’s break an application 
into small files and distribute across hundreds or thou- 
sands of newsgroup posts. Anyone with Internet access to 
a news server simply downloads and reassembles the 
pieces. Many news servers ban these groups, but since at 
least some of the activity involves sharing legitimate files 
(the oft violated yet a priori reason for the newsgroup’s 
existence) most Internet service providers carry the groups, 
refusing to shoulder the burden of censorship. 

Rounding out the list of trade tools are “0-Day” FTP 
sites. These are file servers set up and maintained by a 
range of users, from international and high profile pirate 
rings, to independents with fat Internet pipes and monster 
disk farms. A “0-day” site has primary access to the black 
market distribution network and hosts the latest releases 
as they’re introduced through pirate channels. All told, 
some of these sites might have up to 100GB of pirated soft- 
ware at any moment (one group site busted by the FBI 
held more than a terabyte of software). These sites move 
their “warez” into general circulation and partner with 
operators in related IRC channels to distribute as much 
and as fast as possible. 

What fuels pirate ideology? “The whole point of the 
warez subculture is to get the pirate program released and 
distributed before any other group,” explains a former pirate 
with the screen name Ozone Pilot. “This is how [the pirate 
groups] prove their power.” More than just software redistri- 
bution warehouses, pirate groups are as much cults of per- 
sonality as they are disassemblers of hallowed legal and 
business practices. “Warez d00dz will never have a handle 
like ‘Pink Daisy’ because [they] are insecure,” says Ozone 
Pilot. “More likely you’ll find warez d00dz with handles like 
‘Doctor Death’ or ‘Deranged Lunatic.’ They like to sound 
badass when they can hide behind their terminals.” 


Policing the 

high seas 

Three organizations in particular are attempting to stem the 
tide of piracy: the Interactive Digital Software Association 
(IDSA), the BSA and the Software Publisher’s Association 
(SPA) have all made significant progress fighting piracy by 
promoting the purchase of legal versions of software and 
taking actions against companies or individuals engaging in 
software piracy. The recent high profile suit against 17 
members of the piracy ring Pirates With Attitudes involving 
the ring’s distribution of over five thousand software titles is 
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€xternal shot of Gariunai, pirate centralin Vilnius, Lithuania. >>> Cold autumn day 


at the market. 


evidence of the anti-piracy groups’ success in apprehending 
and convicting major violators. 

Software development houses aren’t waiting for these 
organizations to solve the problem alone, and are working 
on their own to outpace hackers. Codemasters, the publish- 
ing house behind the tactical military simulation Operation 
Flashpoint, recently revealed an innovative approach to the 
problem. Their anti-piracy system, dubbed FADE, identifies 
whether an individual is running a counterfeit copy of the 
game. If the CD is illegitimate, the game triggers snaked 
code that disables key features and gradually throttles back 
game performance. FADE has already been used by 
Codemasters in their Playstation game LMA Manager 2001, 
and the company cites the technology as reducing the num- 
ber of pirated CDs and enhancing overall sales of the game. 

In spite of all the recent ado about anti-piracy technology, 
though, not everyone is buttoning up. “In the area of 
wargaming development, piracy is for the most part not a 
significant problem,” says veteran wargame designer John 
Tiller of HPS Simulations. “The extent it’s a problem has 
both to do with your size and your relationship with your 
customers. Since wargaming is a small area and the cus- 
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tomers are devoted to the subject, you don’t see a lot of 
piracy occurring.” 

Here Today, Here Tomorrow? 

Is piracy as inevitable as death and taxes? Ric Hirsch says yes, 
with qualifications. “Software piracy is a crime like any other 
and the prospect of its complete elimination is as unrealistic as 
the elimination of drug offenses or car theft or burglaries, [but] 
we would never say that there are ‘acceptance’ or ‘tolerance’ 
levels as this would indicate some satisfaction or comfort on 
the part of rights holders with the idea that some kinds of 
unauthorized uses are OK. They’re not OK and it is our job to 
make as many people understand that as possible, whether 
though education, litigation or even incarceration.” 


The arsenal of armaments 

Remember the good old days, when—like your cereal—all 
the hottest games came with “magical mystery decoders” or 
goofy contraptions that looked like alien eggbeaters? Sparing 
the history lesson, software copy protection has been 
through something of an upheaval since the days of the ven- 
erable Commodore Vic-20 and those oh-so-speedy cassette 
tape drives. Back when games came on floppy disks, dupli- 
cation was as easy as running DOS diskcopy. Software 
developers had a heyday coming up with procedures to pre- 
vent casual and professional piracy, sometimes going as far 
as incorporating the anti-piracy scheme into the game world 
context (to save Princess Peanut Butter Cup, whip out your 
trusty whiz-bang Wheel of the Zodiac and enter her sign!). 
Gone, at least, are days of combing hundred page booklets 
to locate the fifth word of the fourteenth sentence in subsec- 
tion C, replaced mostly by the use of a basic installation 
key, usually located in the manual or stickered to the back 
of the CD jewel case. 

Another fairly common but often overlooked copy protec- 
tion technology that’s been around for years is 
Macrovision’s SafeDisc. Bane of amateur pirate groups and 
minor annoyance to professionals, SafeDisc encrypts content 
during the mastering process, and adds a digital signature 
that ordinary CD-R drives cannot read, which makes subse- 
quent CD duplication impossible. Sounds perfect, right? Not 
everyone agrees. Despite Macrovision’s claims that ongoing 
tests have shown SafeDisc is compatible with 99% of cur- 
rent market CD-ROMs, many users have reported that games 
using the technology don’t work with their CD-ROM drives. 
Others cite the fact that piracy continues unfettered, and 
that SafeDisc is merely a logistical and financial hassle for 
publishers and paying customers. “SafeDisc doesn’t stop 
piracy at all,” says one incensed newsgroup poster. “But it 
does hinder and hassle genuine customers, and has been 
proven to cost retailers sales through returns because it 
won’t work on certain CD drives.” 

Like anything involving capital gains and losses, there are 
no easy answers to the problems of software piracy. 
Organizations like the IDSA and BSA fight the war on the 
PR and legal front, and while copy protection technology 
has clearly progressed, a comprehensive anti-piracy panacea 
is nowhere in sight. John Tiller agrees that piracy needs to 
be addressed, but suggests that it won’t be prevented with 
current methods. “All of these copy protection techniques 
are speed-bumps. I think digital copying will be very dam- 
aging to the music industry and somewhat damaging to the 
software industry, and perhaps eventually very damaging to 
the book industry. But what the solution is—I don’t think 
anyone has found it yet.” @ 
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The disappointing debut of Pool of Radiance: Ruins 
of Myth Drannor 


by Robert Mayer 


Within hours of Pool of Radiance: Ruins of Myth Drannor’s 
arrival on store shelves, gamers discovered a legion of bugs, 
questionable design decisions, and plain old mistakes in Ubi 
Soft’s eagerly anticipated Dungeons & Dragons game. For 
starters, the installation program would only install the game 
in the default directory, and some gamers actually reported 
catastrophic damage to their systems when they tried to 
uninstall it. If that wasn’t enough, once players actually were 
able to play the game, they began reporting crashes, corrupt- 
ed save games, and a variety of other problems. 

“I'd be unhappy myself,” admits Garrett Graham, Ubi 
Soft’s producer for the game. The installer problem was 
annoying, but not fatal; the problem with uninstalling, how- 
ever, was much worse. “That bug was bad,” Graham says, 
“not because it was common but because it was so cata- 
strophic when it happened.” 

So how did this slip through testing? Ubi Soft doesn’t 
know. “Some people are worried that this was upper man- 
agement pushing this out with known bugs and that’s not 
the case,” says Graham. He says that the uninstall bug was 
so statistically rare that catching it would have been pure 
luck. Only 20 people have reported the problem, with over 
40,000 games sold so far. 

An initial patch addressed the installation issues; a sec- 
ond fixed problems with corrupted saved games among 
other things. A third, slated for release in early November, is 
supposed to fix numerous gameplay issues. 

Graham is sympathetic to impatient gamers. “I certainly 
understand why people are angry,” he says, and notes that 
he’s not making any excuses for what went wrong but does 
offer is some background and explanation for project’s prob- 
lems. The publisher changed four times. Producers came 
and went. The team lost and gained members. 

Most importantly, the game made the huge leap from and 
Edition AD&D to 3" Edition D&D rules, a transition akin to 
moving from DOS to Windows XP. It was this jump that, 
more than anything else, that threw the monkey wrench 
into developer Stormfront Studio’s plans. “The engine just 
couldn’t make some of the changes that needed to be made 
for 3° Edition,” says Graham. “Unfortunately that left us 
without a few of the rules that are quite important.” 

Graham can’t offer any explanation why the team at 
Stormfront made some of their decisions. “I get this informa- 
tion second hand, because pretty much none of the people 
who did this initially on our side are here still.” But the 
game as shipped bears little resemblance to the one 
Stormfront initially planned for, he says. “It was a little less 
of a traditional role-playing game.” ¢« 
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UbiSoft is doing what it can to salvage Pool of Radiance. | 


While it’s a “remote possibility,” Graham points to the 
possibility of a final patch farmed out to an outside group 
that would make significant changes in the game. He also 
wants to reassure people that Ubi Soft is listening. “We take 
everything at face value. If we see a lot of something on the 
forums, we just assume it’s something that’s happening and 
look into it.” Graham feels that it was too many cooks, not 
bad cooks, which resulted in an underdone Pool of 
Radiance. While he admits “mistakes were made,” he points 
out that Ubi Soft is focusing on getting it right. 

“When the dust clears we’ll sit down and try to figure out 
what happened. Right now, we're just interested in fixing 
what happened.” 


"IF JOHN WOO WERE TO MAKE A GAME, 
THIS IS WHAT IT WOULD BE LIKE." 


"MAX DESERVES AN ACCOLADE NOT ONLY FOR THE RAW ENJOYMENT IT WILL YOU, BUT FOR THE MOST SIGNIFICANT GAME IN THIS 
INDUSTRY SO FAR IN TERMS OF CLOSING A MASSIVE GAP BETWEEN WHAT WE EXPECT FROM A MODERN FILM AND A MODERN GAME." - GAMES RADAR 


"PART JOHN WOO MOVIE, PART FILM NOIR, MAX PAYNE IS THE ACTION GAME OF THE YEAR." 


- ROLLING STONE MAGAZINE 


"MAX PAYNE IS GREAT. TRUTH BE TOLD, THIRD-PERSON SHOOTERS DON'T COME ANY BETTER. [IT’S] YOUR TICKET TO THE LONGEST, BEST-DIRECTED ACTION 
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WHAT ARE YOU PLAYING? 


Chris Taylor 


Gas Powered Games 


“These days, I'm spending most of time polishing Dungeon Siege. But | 
got an opportunity to check out something cool, when my 
new wife Kim introduced me to Tropico.” 


Alex Jorias 


Massive Entertainment 

“No computer games, that’s for the office. 

| prefer to spend my free time with my girlfriend, my family and my 
friends. | like to do nothing, | like to talk about philosophy, | like to enjoy 
life. Oh ... and of course | like German sports cars.” 


Dave Fifeld 
Cyberlore Studios 


On the PC most of my playtime is going to Tropico, MechCommader 
2 and as of today, Aliens Versus Predator 2. With Black Knight in 
public release, I’m very much looking forward to cruising around the 
Zone for some Siege and Stronghold slugathons! On the console side, 
I've been losing lots of sleep to /CO and teaching my children the 
finer points of Monster Rancher 3. 


Runeword Wizard 

Freeware 
www.diabloii.net/files/runewizard.shtml 
Designed by somebody called Sprudling, this little 
tool is indispensable for serious Diablo II: Lord of 
Destruction players. If you play on Battle.net at all, 
you know the drill: you wind up with a zillion runes, 
a host of socketed items, and no earthly idea what 
goes where, or how to maximize your return on your 
runic investment. RuneWord Wizard, currently up to 
version 1.3.3, takes most of the mystery out of 
runes. Simply select the runes you have, then the 
types of items for which you want the program to 


search for possible runewords. Voila! at a glance you'll know whether you can make that sword you've 
been dreaming of, or only those stupid gloves. Keep this one running in the background and alt-tab to it 
while playing; it’s a great time saver. —Robert Mayer 
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NFL Showdown 
Sports Card Game 
Publisher Wizards of the Coast 
Retail Price $19.99 
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r i UNDO Everyone's collected trading 


cards at one time or another, 


but wouldn't it be nice if those 
sports trivia repositories could 
actually, well, do something? 
Besides eat up space in your 
“shoebox of many things,” that 
1 is. Well, collectors and pigskin 
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strategists alike have the chance to turn pack rat- 
ting into points with Wizards of the Coasts’ WFL 
Showdown 2002 Sports Card Game. 


What makes this product so nifty is its blend of 


low-tech trading cards and high-tech computer 
assistance. Using a barcode reader dubbed “The 
Playgrid,” you scan the offensive and defensive 


plays each coach selects, and then scan whichever 
players the machine asks for as well. The Playgrid 
then completes the play, telling you where the mark 


the ball and possibly giving one or both sides the 
opportunity to play injury or penalty cards. 


THE SIMS 
Maxis 
Rating * & & «'/2 


DIABLO II EXPANSION SET: 
LORD OF DESTRUCTION 


Blizzard Entertainment 
Rating * kk & & 


OPERATION FLASHPOINT 


Codemasters 
Rating * *& & & 2 


THE SIMS HOUSE PARTY 
Maxis 
Rating * *& * 2 


ROLLERCOASTER TYCOON 


Infogrames 
Rating * *& & & 2 


MADDEN NFL 2002 
GodGames 
Rating * %& & 2 


THE SIMS: LIVIN LARGE. 
Maxis 
Rating * * «2 


MAX PAYNE 
GodGames 
Rating * * *& & 


FLIGHT SIMULATOR 2000 


Microsoft 
Rating * *« *& & 


DIABLO II 
Blizzard Entertainment 
Rating * *& *& *& 2 


11. Arcanum; 12. Sim Theme Park; 13. Age Of 
Empires Il: Age of Kings; 14. RollerCoaster Tycoon 
Loopy Landscapes; 15. Age Of Empires ll: The 
Conquerors; 16. Tony Hawk's Pro Skater 2: 

17. Black & White; 18. Kings Quest Vill: Mask Of 
Eternity; 19. Half-Life: Blue Shift; 20. Need For 
Speed: Porsche Unleashed : 
Source: NPD INTELECT® Market Tracking. The September list is 


based on units sold by forty-two retail chains, representing more 
than 80% of the U.S. market. 


NFL Showdown uses a combination of play, 
strategy, and player cards. The player cards them- 
selves are the collectible part of the game; you can 
buy booster packs and try to collect every player on 
every team if you're so inclined. The use of the bar- 
code reader adds a real incentive to acquire good 
players, because the better the position player you 
have the better results you'll get in the game. 

Wizards of the Coast also has a baseball version, 
which functions similarly. It’s not quite computer 
gaming, but it's definitely computer assisted gam- 
ing. —Robert Mayer 
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puts all its eggs in one basket with 
le Elder Scrolls III: Morrowind 


a2 by Cindy Yans _ 


LINE.COM 
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Now let’s digress for a moment. Have you ever heard of ZeniMax 
Media Inc.? Perhaps you have, if you closely follow the corporate 
world of traditional media. ZeniMax states that it “forges strategic 
partnerships with leading media and e-commerce companies to cre- 
ate true convergence opportunities and fully exploit the commer- 
cial potential of new media.” (Don’t you love corporate rhetoric?) 
One acquisition with whom it is creating a true convergence oppor- 
tunity is its next-door neighbor Bethsda Softworks, home of the 
world of the Elder Scrolls. We went to the offices one Fall day to 
steal a beta copy of The Elder Scrolls III: Morrowind and found that 
since ZeniMax took over, the company that once had windows had 
burrowed into a dimly lit underground warren. We crept in, flash- 
lights in hand, but were discovered when the foreigner-alert alarm 
sounded. Pretending that we were on the up and up, we allowed 
them to show us around and to show off Morrowind, which, even 
at this stage of the game, is absolutely intoxicating. 


Since this game is the sequel to Bethesda’s very popular Daggerfall, 
and is hence highly anticipated, there is little about the game- 
world that has not been logged, chronicled, posted, 
and reposted ad infinitum all over the Internet. In 
fact, at this writing, one of the sites says that 
today, in Tamriel time, it is Fredas, 2nd of Sun’s 
m™ Dusk. Who knew? 
a 
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That said, Morrowind is a single-player 
role-playing game, the third in a series 
_ of Elder Scrolls games set in the fantasy 
; ‘ world of Tamriel, a land that has had a 
rich history from the time the gods 
deigned to create the mortal plane, Nirn, 
to the Third Era of the Septim Dynasty. 
Tamriel is divided into eight major 
regions, one of which is Morrowind, 
the land of the Dunmer, or Dark Elves, 
and the main game story takes 
place on the large volcanic island 
of Vvardenfell. 

You arrive on the island on a 
with 


prison — ship, dream-like 


[clockwise from left] The Character models. | 
remain sharp and clear no matter how 
close you get. >>> What do they have to 
smile about? Oh...gulp, >>> The Ogrim is a 
remote ancestor of Jabba the Hut. 


visions of yourself as a returning prophet. The main quest involves 
a blight that you learn is turning the island into a barren wasteland. 
You'll align yourself with a group of factions that task you with 
multiple quests in your attempt to free Vvardenfell of this blight. 


Morrowind has been a twinkle in the eye since its direct prequel, 
Daggerfall, which, although it had (and still has) a wide popular 
fan base, shipped with bugs galore, crashes, and general locomo- 
tion problems (getting “stuck” in polygons, as well as the infamous 
“free-fall-into-the-void”). People who can get it to run in DOS still 
play the 1996 game. These are players who are still willing to tra- 
verse the thousands of towns and random cookie cutter dun- 
geons—twice—and put up with the numerous problems that 
plagued the product, although there were certainly fewer of them 
after the game was solidly patched. Following it was the action-ori- 
ented BattleSpire—not a direct sequel, but set in the same uni- 
verse—which also shipped with bugs galore, floating objects, the 
DOS-based, should-have-long-been-put-out-of-its-misery X-ngine, 
and a sad control scheme. 

What happened with these products? Developers seldom admit 
to products being pushed out the door too soon, or reveal that the 
QA department hired a few specimens from the experimental 
chimp lab, and okay, people are generally willing to let them 
sweep it under the carpet. Bethesda assures fans of the series that 
this time everything will be a whole lot less tedious, and the game 
will launch smoothly. And this is why. 


One of the reasons for the overall confidence in Quality Assurance 
is that now, with the product coming out for the Xbox system as 
well as the PC, Bethesda is not the only one putting the game 
through its paces. Microsoft is also involved in the testing process. 
Of course, even though they’ve certainly been around the block, 
they’ve had their own share of mishaps, but the more eyes and fin- 
gers in QA the better. “Okay, you want to make a sequel to 
Daggerfall,” says project leader Todd Howard, “What’s the top pri- 
ority? ‘The Game Works.’ You have to state it. It has to be your 
number one priority all the time. It actually works.” Well that’s 
good news. 


>>> This high elf has just that touch of 
Ninja. Pinte Bee sat 


[clockwise from top] He has pointy things 
growing out of everywhere. >>> Note the 
butting stallion detail on the guard's armor. 


Ever since Bethesda announced a simultaneous launch for the 
Xbox, PC gamers started to blame Microsoft and the console for the 
continual release delay, not to mention the fear that the integral 
design focus was going to be reworked to favor the menacing con- 
sole “If anything, it [Xbox] has helped dramatically,” says Howard. 
“It really has.” 

Given the limited memory capacity of Xbox (64MB), they need- 
ed to come up with ways to make the game load a whole lot faster, 
which helped speed up the PC load time dramatically, not to men- 
tion general optimizations and frame rate improvements. They 
also learned more efficient ways to handle their data management 


since there would be no ability to load The Whole World at once 
onto the Xbox. As for eschewing the bugs that plagued Daggerfall, 
well, Microsoft is very hard on bugs, i.e. there will be none or else 
(so they say). 

You’d think that a PC-Xbox transition would be a piece of cake, 
given the platforms’ similar architecture, but since a monitor expe- 
rience is decidedly different from a TV experience (with resolution 
issues as well), and the controller is just not keyboard-compliant, 
porting to the Xbox is not as easy as they had thought. “We tried to 
take the short road and get the whole PC interface over, but every- 
body hated it,” says Howard. “It was just awful.” They tried to 
revamp the “Windows look” that exists in the PC version to turn a 
system in which you didn’t know what the heck buttons to hit into 
a much more natural console interface. The design team is aware, 
however, that this will be a niche title for most console gamers. Sure 
it might be a breakthrough product that will span the platforms well 
(as Baldur’s Gate: Dark Alliance does for the PS2), but there are a 
lot of players who will say, “Hey, this isn’t Final Fantasy. Go away.” 


Beyond its buggy release, one of the biggest criticisms of Daggerfall 
was also one of its biggest “successes.” Freeform non-linear role- 


playing in an expansive world is what many people had been cry- 
ing out for. Daggerfall gave it to them, all right. Oh yes. Players 
wandered around forever, not knowing what they were doing a lot 
of the time, and fighting through thousands of towns and condo- 
minium-style dungeons, talking with cardboard non-player charac- 
ters who were generally unhelpful, and no matter how hard so 
many tried, few finished the game. 

“Daggerfall was so random, and randomly generated and it was 
so huge—and we had thousands of towns—but you probably could- 
n’t name three of them,” says director of public relations Pete Hines. 

True enough. The world of Morrowind is much, much, much, 


smaller. “If my [normal sized] office was Morrowind, Daggerfall 
would be this entire city [of Rockville, MD],” explains Howard. 
That’s an incredible difference, and they plan on including over 100 
specifically hard-coded (custom built from scratch) dungeon loca- 
tions out of over 300 dungeons, most of which they figure you’ll be 
able to play through in 15 minute to half-hour jaunts. Even though 
only approximately one-third of the dungeons are custom, Howard 
says that’s still a lot. “There are a few really big story dungeons, but 
they’re not ‘maze-like’—you see, it’s artificial time that we want to 
stay away from, Like, when it’s a three hour jaunt because you’re 
confused when it’s actually only a half hour of play.” 


Another criticism of Daggerfall was the fact that players could 
exploit the basic game design by raising their skills—especially 
spellcasting—by creating meaningless practice sessions. For 
instance, you could make a spell that used a tiny slice of mana, and 
stand there and cast it at a wall over and over again. Since skills 
raised as you performed them, you could become a master spell- 
caster without ever having proven yourself in combat. 

In Morrowind you can still make spells, but you won’t be able 
to create them at a level that enables you to cast them meaning- 
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ris Taylor 


PUTTING OFF 
THE SIEGE 


Chris Taylor explains away 
Dungeon Siege’s delay 
by Jason Cross 


t came as little surprise when Microsoft delayed Dungeon Siege 
unttl April of 2002. Games are delayed for a variety of reasons, 
and Microsoft maintains that the delay is simply to help make 
an already promising game even better by giving Gas Powered 
Games the time it needs to tweak and polish it to perfection. We 
caught up with Chris Taylor, CEO of Gas Powered Games and the 
game’s lead designer, to find out what's going on with his highly 


anticipated role-playing game. 


WHAT HAVE YOU GUYS DONE WITH THE EXTRA SIX 
MONTHS OF DEVELOPMENT TIME, BESIDES GENERAL 
POLISH, THAT YOU WOULDN'T HAVE OTHERWISE HAD 
TIME TO DO? 

Believe it or not, “general polish,” which | could be more specific 
and call it two things-—-tuning and balancing, and playtesting the 
game—takes up the big chunk of it. But, because you do pay a 
price for moving a game out, there’s a lot of reorganization that 
takes place, you may as well go back and revisit your feature list. 
We always took care of the single-player stuff first before we went 
on and worked on multiplayer, so this gave us a chance to put all 
the love onto it and really work on the process of getting all the 
technology really, really smooth. So, if you're playing a game with 
your friend and someone else comes along and joins that game in 
progress—in days gone by, this wouldn’t be a tough piece of tech- 
nology to create. But because our worlds are so huge and their con- 
tent is so rich and dynamic, something like join-in-progress is real- 
ly complicated technology. This gave us a chance to say, 
“lets get this in there and get it working really well.” That 


was a big one. 


YOU'RE NOT JUST SPENDING THE WHOLE TIME 
POLISHING THOUGH, RIGHT? 

With the time we've got, you know, we have 28 people in 
the company, so not everyone is working on the things we 
wanted to get in there, the polish, the tuning. We have 
_ other people who can build really fantastic things and get 
| them into the game. Our goal is always going to be “pack 
the game full of the most amazing stuff we can.” All the 
while, if a dozen of us have to work on this thing we absolutely have 
to get in there, the rest of us can just pack some more stulf in there 
before we have our lockdown. We've created more assets with the 
extra time, we've created more of almost everything across the 
board. Helmets, armor, spells, shields, more magic stuf. We really 


do take the time seriously, we’re not coasting. 


IN A WORLD SO BIG, PARTICULARLY IN MULTIPLAYER, IT 
SEEMS LIKE IN A TYPICAL 16-PERSON GAME OR SO, 
YOU'D NEVER FIND ANYONE. YOU CERTAINLY WOULD- 
N’T JUST RUN ACROSS SOMEONE. CAN SERVERS HOST A 
LOT OF PEOPLE? 

Well, it’s an eight-player multiplayer game. and when players go 
into and out of town and move around in the world, we actually 


have a mode where it displays that on the screen. 


lessly. Of course, you can practice 

casting, but it will take you forever 

to practice a skill enough to raise 

your level significantly. Will some 
people cut school for a week and keep one eye on the TV and 
the other on the Morrowind spell button? Probably. 

Another Daggerfall exploit was the fact that you could hide 
in a shop until nightfall, and then be able to loot the entire 
shop with no penalty since it was closed. Now, detection of 
thievery is tied to the items themselves rather than to the time 
of day. Also, lockpicks have a specific number of uses before 
they break—another safeguard for game balance. 

While Daggerfall let you run through the streets shooting 
civilians rampantly, crime is very much discouraged in 
Morrowind. When you are caught doing something illegal, 
you are jailed for a length of time, and for every day you spend 
in jail, your random skill levels decrease (unless the random- 
ly chosen skill is a thief skill—they increase, with the rationale 
that going to jail and staring at a lock for a week would result 
in a skill improvement for thieves). So when you leave, you’re 
likely to be notified of missing skills—like “You can no longer 
Cow Tip.” 

Nudity is also discouraged. Often people will not talk to 
you, or barter with you if you’re running around naked. Of 
course naked is a state of mind, as the character paper dolls 
are always wearing minimal “skivvies.” Otherwise, they’d 
worry about the ESRB rating, right? “We don’t really care 
about a rating,” says Howard. “We want to have all the 
blood, we want to make it exciting, but we don’t have gore. 
The themes are mature in the game when you read it. But 
they [the ESRB] are only really concerned about sex and 
heavy gore. And drugs and alcohol.” Daggerfall is a game 
that stood out in its time for the inclusion of nudity. 
Remember waking up with those temple dancers in your 
room? “We aren’t doing nudity this time, but it’s not a rat- 
ings thing—well partly...but it’s more because we thought 
that it was gratuitous and doesn’t add to the game. And now 
the graphics are so high-end that it starts to look like porn. 
There’s a difference between a one-pixel nipple and a bump- 
mapped one.” 


[clockwise from top] Gazing above from the 
Dwemer ruin. >>> What a scamp. No, real- 
ly. >>> Third person view is sometimes bet- 
ter for combat if that orc is too elusive. 


In addition to playing around with a beta of the actual game, 
Bethesda also supplied a copy of the Elder Scrolls Construction Set, 
which is the bedrock of the entire product. It is an incredibly pow- 
erful tool that the designers cannot even imagine living without at 
this point, and they don’t want you to be without it either. They’re 
shipping the entire toolset with the game, so that you can create 
your own plug-ins that will work with the Morrowind world. 
“The reason we did this construction set thing is that it address- 
es a fundamental problem with Daggerfall,” says Hines. “It really 
made it more expandable. Sure, in Daggerfall [when you were 


done] you could still exist within the game, but the experience did- 
n’t ever change.” With Morrowind you can go so far as to recreate 
the entire world of Daggerfall as a place you can go to by ship, per- 
haps, and have the whole exhaustive experience once again. 

One fan has already completely redone Ultima Underworld. He’s 
been building it all in 3dsmax, and plans on importing the whole 
thing as a Morrowind plug-in. He has all the sound files, and every- 
thing else he needs to recreate the Underworld experience. In fact 
he’s almost ready release the final design as soon as Morrowind is 
released. (You didn’t hear that here, Electronic Arts.) 


Best of all is actually playing the game. The character creation 
scheme is cunningly melded with the tutorial (which is thankfully 
not exhaustive). It uses simple mechanics for character creation 
that sort of fit in with the story—Someone asks where you are 
from, and this enables you to choose your race, after which you'll 
be able to choose your head, sex, and hair from among many char- 
acter portraits, multiple male and female choices for each race. 
You'll choose your class in one of three ways, the first being the 


old Daggerfall, Arena (the first Elder Scrolls game), or Ultima 
method of “answering morality questions.” They’re using the same 
ones they used in Arena and Daggerfall, but since there are a lot 
more classes this time around, the formula for choosing them is 
slightly different... and you can also go back at any time to decide 
not to be that warrior or that thief, and to become, perhaps, a por- 
poise instead. You can also choose from a list of ready-made class- 
es, or finally, you can name and create your own custom Class giv- 
ing yourself the attributes that you prefer. 

The four-window interface has wonderful inventory manage- 
ment with a huge expandable window in which you can sort your 


stuff by the type of stuff it is. You can look at only the weapons, or 
only the armor, or only the magic items, etc. And while the map 
wasn’t completely implemented in this version of the game, it can 
also be resized, as can the magic and skills windows. Pulling up 
the windows pauses the game so it’s easy to change weapons, 
armor, or your readied spell during combat. 

Combat is similar to that in Daggerfall except that it’s more 
action-oriented; rather than swinging the mouse (a feature that 
people had a love/hate relationship with), your attack depends 
upon the direction in which you are moving at the time. Moving 
forward allows you to chop, side to side gives you a slashing 
motion, and backward yields a thrust. The longer you hold down 
your mouse button the more your weapon will pull back and if you 
pull all the way back, you’ll hit the maximum on your scale of 
damage. There’s no dice roll on damage, only on “to hit.” Of 
course, what you gain in hitpower, you lose in speed. For instance, 
say a dagger does from 4-5 points of damage. If you just tap it, it’ll 
do 4 points of damage, and if you hold the button down for a long 
time, itll do 5—no advantage here. But with a bashing weapon, 
like a warhammer, which does, say, 1-40 damage, the pull back 
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technique can cause an awful lot of damage, that is if you 
don’t get killed while swinging. While it doesn’t sound all that 
natural, it is, and works extremely well, even this early in 
development. It seems easier to fight in third person view at 
this point, but perhaps when the game is optimized, you’! feel 
competent in either first or third. 

They’re trying to bend the normal combat paradigm of 
‘find a dagger, use it until you find a short sword, then throw 
the dagger out, use the short sword until you find a long 
sword, then throw the short sword out, et al.” They want the 
weapons to play differently. The thief, character, for example, 
will be very handy with a dagger. He’s able to do a lot of dam- 
age with quick short stabs. They’re hoping that this will 
enforce different styles of play, and it should, as the weapons 
do feel very different in use. The block skill is very handy 
when you have a shield—a good level in this skill will offer 
some amazing protection. 

The world is dramatically dark, and as you approach the 


center of the island, vegetation is. less and less “healthy.” 
Vegetation and wildlife in general is a very strange contrast to 
the generally medieval style world—much of it is almost 
insect-like. The graphics are absolutely gorgeous, and the real- 
time shadows and day-night cycle will most likely lend the 
natural feel that the game demands. 


Probably the best feature ever is the hyperlinked database 
they use to yield information from your journal and from 
other characters in the gameworld. You can at any time click 
on a hyperlink and find out everything you heard about it, and 
who told you what. The recent Arcanum and Pool of Radiance 
information systems—in fact, any previous system—seem to 
pale when compared to this one. You’ll never say “Now, who 
told me that?” again. 


It’s good to know that among the current plethora of massive- 
ly multiplayer online games, there is some allegiance to the 
single-player experience. It’s about you, the hero, the story, 
and your personal triumphs. While some might say, “They 
don’t make ‘em like that anymore” some still try. All of 
Bethesda’s resources are tied up in this project. Every working 
body in the dimly lit underground lair is counting on it. 
“When we started this in 1999,” says Howard, “we sort of 
said, ‘We need to step up to the plate and re-stamp ourselves. 
This is what we do, and we're the best at it.” So we’re throw- 
ing everything into Morrowind. A lot of time, and a lot of 


money. Everything.” 


The merchant of menace. 


The venerable series goes truly 3D with Might and Magic [X 


[top to bottom] Towns never looked so good in Might and Magic. 


>>> The 3D engine makes for dramatic monsters. 


by Robert Mayer 


Joona 


Like a breath of fresh air, 
the latest from John van 
Caneghem’s crew will 
attempt to revitalize the 
series with a nifty 3D 
engine, a tighter, more 
scripted game world, and 
many and long-awaited 
interface improvements. 
“It’s a simple formula,” 
says James Dickinson, 
Associate Producer. 
“Reinvent the ‘discover 
the cool stuff to get’ thing 
in Might and Magic.” That 
means anything that does- 
n’t add to the experience 
gets the heave-ho; if it’s 
not fun, van Canehgem 
has directed, “yank it.” 
Naturally, the center- 
piece of the game is its 
new engine. “That’s our 
biggest step, finally bring- 
ing 3D to Might and 
Magic,” says Dickinson. 
The vehicle of choice is the 
LithTech Development 
System, which New World 
is giving a real workout, 


largely because of the need to integrate a lot of database operations as well 
as the difficulties in making a real-time 3D engine do turn-based combat. 
“I’m pretty sure that even Monolith would say we’ve pushed it [LTDS] far- 
ther than even they thought possible,” says Dickinson. 


Combat will reprise the same tried and true formulas used in Might and 
Magic games for years, but the immersion factor should be a lot higher. Gone 
are the days of running into 50 lizardmen at a time. “The problem with the 
previous engine was, that’s what we had to do to make it a challenge,” says 


Dickinson. With the vastly enhanced and more frequent scripting in Might 
and Magic IX, though, encounters can be much more elaborate. 
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Lt*S LHat Sort 
of dynamic element 
that New World hopes 
this game brings back 
to the series. With 


refinements like party- 
based inventory with no load 
limit, streamlined character 
classes, and the abandonment 
of the requirement for char- 


acters to forage for food, the 
company is clearly setting 
its sights on recapturing 
the essence of Might and 
Magic gaming. Dickinson 
promises 40-60 hours of 
gameplay, and a story 
that, while engross- 
ing, isn’t necessari- 
ly apocalyptic. 
“Better stories don’t 
necessarily have huge world- 


affecting events,” he believes; think Icewind Dale, not 
Baldur’s Gate II. 


Your party of four characters will be able to acquire NPCs 
along the way, and not just merchants and non-combatants 
either. Dickinson points out that while you'll still be able to 
hire the merchant, you can also hire a mercenary to fight for 
you. Your own characters will be more unique, too, with more 
customized career paths. At the start of the game, you’ll pick 
only a general “might” or “magic” path. During play, you’ll 
make decisions for your characters that will lead them towards 
more specialized classes. Then, through promotion quests, 
you'll be able to specialize even further, your Fighter becom- 
ing perhaps a Paladin, or your Thief an Assassin. “The ‘teacher 

_ system’ drove us nuts. Drove everybody nuts,” says Dickinson, 
ca t's quite o a — Dungeo oe di che sht - a so gone are the days of hunting in every side street of every vil- 

a : 7 : o lage for that elusive Bow Master trainer. Now, there are guilds 
in the towns where you can find the teachers you need. 

Dickinson isn’t saying whether we’ll see blasters and other 
sci-fi stuff in this Might and Magic game, but such things have 
become part of the series’ lore, so ruling them out would be 
foolish. Just about everything else is promised, though, from 
better looks to more scripted and detailed dungeons. Never 
fear, though; there will still be the plain old dungeons 
crammed full of monsters. As Dickinson says, “you gotta have 
those, it’s Might and Magic!” 

John van Caneghem, and the fans, wouldn’t have it any 
other way. @ 


Interiors get the full 3D treatment too. 
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Neverwinter Nights’ revamped solo campaign 


by Benjamin E. Sones 


BioWare does not want to leave fans of solo role-playing in the 
lurch, however. Perhaps you have no desire to play online. That’s 
not a problem—they say you can look forward to a solo game as 
meaty as the one in the original Baldur’s Gate... possibly more so, 
depending on how you play it. It’s more than just a matter of 
length, however. Current estimates are that the solo game will 
weigh in with at least 60 hours of gameplay, but 
according to Director of Writing & Design James 
Ohlen, the focus is on quality rather than quantity. 

“If a fan of Baldur’s Gate plays the game, and has 
no interest in game mastering or playing under a 
Dungeon Master, he’s still going to come away from 
Neverwinter Nights and say ‘I liked that better than 
Baldur’s Gate II.’ That’s our goal.” 

Originally the team hoped to string together a 
series of “modules,” each encapsulating a small part 
of the overall story and representing about one 
evening of gameplay. You would play them in 
order, and each module would bring the story a lit- 
tle bit closer to its finale. That was then, this is 
now—BioWare’s plans for the solo game have 
changed dramatically. 

“We've gone in a completely different direction 
now in trying to give the players the feeling that they 
are in control of their own destiny,” says Ohlen. 
Senior Producer Trent Oster admits that the module 
approach didn’t work out quite as well as they had 
hoped. “We did a bit of playtesting,” he says, “and it 


[top to bottom] He’s what you call an “army of one.” >>> 
BioWare is using its slick conversation tool to create 
more dynamic dialog. 
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really forced a big rethink of our design. Basically it didn’t stand up 
to the harsh light of day. That’s a really good model for a mission- 
based game, but role-playing games aren’t mission-based games.” 

The biggest problem was that the module-based design fell vic- 
tim to one of the key criticisms of the Baldur’s Gate series—it was 
too linear. The team wants to get away from that sort of formula, 
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and that required a complete redesign of the solo game. Now 
instead of a rigid series of quests, you get an entire world. The 
game will give you clues to let you know where the action is tak- 
ing place, but you will also have freedom to wander and find your 
own adventures. “In Neverwinter Nights you’ll never be forced to 
do anything you don’t want to do,” explains Ohlen. “There will be 
an overall story, but the story is not going to force you down a par- 
ticular path.” 

The structure of the game world is only one of the changes in 
the new solo game; how you interact with that world is another. 
The story starts in the city of Neverwinter, which has been struck 
with a mysterious plague. Magic can treat most diseases in the 
Forgotten Realms... but not this one. The city has put out a call for 
adventurers to help them find a cure; that’s where your character 
comes in. 

Ohlen’s goal is to provide you with a setting and a story, but give 
you the freedom to provide your character’s motivations and react 
to events in the manner of your choosing. That’s something of a 
departure from the Baldur’s Gate games, which allowed you to 
choose your alignment but made that choice mostly superficial. 
“We said that you could be evil or good,” says Ohlen, “but often 


[left to right] Non interactive dialog is displayed in a bubble over the 
appropriate character's head. >>> The environments are tile-based, 
but they sure don't look it. >>> This is the part where you run. 


there was not very much choice, and there might be only one way 
through a quest.” 

Not so in Neverwinter Nights. Here the game is less about trig- 
gering the next scripted piece of the story and more about making 
decisions. An evil non-player character has an item that you need; 
do you kill him and take it? Or do you offer to do a quest for him— 
perhaps murder a group of innocent people—in order to obtain the 
item? “If you’re an evil character, you are always given the option 
to be evil,” says Ohlen. 

Choices that you make when you generate your character also 
have an impact on how the game plays, and not just during com- 
bat. “If you are playing a stupid character,” says Ohlen, “it’s going 
to show up in your dialog, much like it did in the Fallout series.” 
If you are playing a wise character, then you might have little 
Wisdom insights that give you extra information. If you have a 
high Charisma and a high Persuasion skill, then you can persuade 
people to do things they wouldn’t normally do. How the game 
reacts to you is completely dependent on the type of character that 
you build. One quest might only be available to fighters, or to char- 
acters with a high Charisma, or to elves. 

“One of our guys is working on a ‘court case’ plot,” says Ohlen. 


ARX FATALIS 


ARKANE STUDIOS (FISHTANK INTERACTIVE) 

>>> This medieval game features an extensive and coherent setting and story, dynamic 
NPCs, freeform design and a high degree of interactivity. It also uses a mouse glyph sys- 
tem of spelicasting, where you draw symbols on screen with the mouse. “Basically, this 


system will make the player feel 


as though he is a réal wizard,” 
they say. Or like an uncoordinat- 
ed buffoon, depending. — 


LARIAN STUDIOS (CDV) 

<<< This is a third-person game with a Diablo-esque look, six 
character classes, 96 skills, and over 20,000 screens spread 
across four maps, It uses pausable real-time combat, equipment 
you can enchant, and day/night and weather cycles, 
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“If you have an Intelligence of 8, the dialog options that you have 
are handicapped... you’re really dumb. So when they say ‘we need 
somebody to defend the life of this person who is falsely accused,’ 
you'll be able to say ‘uh... me do it for you!’ And they’ll say “‘That’s 
probably not a good idea.’” 

It’s good that the game is focusing so heavily on developing your 


“They'll be more like followers in Fallout, or Wasteland, or Diablo. 
You'll be able to click on them and give them commands, and 
they’ll be able to do a lot of things. If you have a thief follower, you 
can order him to pick locks and open doors. We'll also give them 
personalities and create the same kinds of memorable characters 
we've had in previous games.” 


main character, because you won’t have a party of characters to 
play with like you did in the Baldur’s Gate games. “You create one 
character,” says Ohlen, “but because we’re not a free-scrolling 
game like Baldur’s Gate, you can’t really control a large number of 
non-player characters.” Instead the game will allow you to have a 


single non-player character as a follower at any given time. 


Keeping the good stuff and dumping the bad stuff seems to be 
something of a mantra at BioWare. If the steady progression of 
quality in the Baldur’s Gate series is any indicator, then you can 
look forward to good things in Neverwinter Nights. “We always 
look at how we can improve our next game,” says Ohlen, “and in 


the role-playing genre there is a lot of room for improvement.” 


DEUS EX Il 


ION STORM AUSTIN (EIDOS) 
>>> The original was big, complex. and plagued with technical glitch- 
es, but was also a a engrossing mix of role-playing, action, 


eee 3 and conspiracy theories. The 


sequel promises more of the same, 
this time with a 3D engine that 
actually likes the now-standard 
NVIDIA-based graphics cards in 
most gamers’ machines. 
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KNIGHTS OF 
THE OLD REPUBLIC 


BIOWARE (LUCASARTS) 

<<< Four millennia before The Phantom Menace, the Old Republic 
thrived, and the Jedi served as its knights errant. Bioware’s game 
takes you back to that distant era, when Jedi and Sith battled for 
supremacy and the future of the galaxy hung in the balance. 


Part Il: 
The structure 


of a game company 
and where you fit in 


bu Kenn Hoekstra, 
Raven Software 
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what goes on 
behind the closed 


doors of your favorite 
gaming company? Well, 
wonder no more. Think you 


might want to get involved and make 


ames yourself one day? Well, read on... 
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“So...what do you do for a living?” they ask. 
You tell them you make videogames for a 
living. This answer generally inspires looks of 

awe or bewilderment, followed by the 
inevitable, “So, basically you get paid to sit 
around all day and play games?” 

You tell them it doesn’t quite work that way. 

The next question is equally inevitable. “So 
how do I get your job?” 

That’s a slightly more complicated ques- 
tion that requires a slightly more complex 
answer. After you decide you want to work 
in the game industry, the next step is to fig- 
ure out where exactly you fit in. In essence, 
there are five main departments at your aver- 
age game company: Art, Design, 
Programming, Sound, and Support. Many 
companies divide each into sub-categories. 
Art departments, for example, are often divid- 
ed into 2D and 3D art, and animation, while 
the programming team may be split up to 
focus on AI, technology, and gameplay. At 
this point, general department classifications 
give way to specific job functions. 

What follows is an overview of each 
department, the general job duties, tools of 
the trade, the skills and education required 
(and recommended) for anyone interested 

in acquiring such a position and a few 

Internet resources you can consult for 

more information. 


GAME DESIGNER 
The job title “Game Designer” is probably the 
biggest misnomer in the industry. Everyone 
seems to want to be a game designer...the idea 
guy or “think tank” behind every aspect of a 
game. These jobs do not exist. The only way to 
become a game designer is to do one of two 
things: Start and finance your own game com- 
pany, or work in the games industry for sever- 
al years and work your way up to the presi- 
dency or development directorship of an exist- 
ing game company. 

Game companies have more than enough 
ideas, more then they would ever have time 
to produce. Game development is a team 
effort that requires input from every develop- 
er on the project. Unless you’re an industry 
legend with a long track record of shipping 
successful titles, it’s impossible to obtain a 
“Game Designer” position. 


THE ART DEPARTMENT 

If you’re considering following the path of 
the artist (tortured soul that you are), you 
need to first pick a dimension. 2D Artists 
make tiles, textures and skins for 3D models. 
Depending on the type of game, they can 
also do painted backdrops, skyboxes (what 
you see when you look up in a 3D game set 
in the great outdoors), and any number of 
other things. They’re also often called upon 
to do concept sketches for games early in the 
development cycle. 


3D Artists make in-world models for 3D 
games. Models can range from humans to 
vehicles to inanimate objects, depending on 
the project. Animators bring humanoids, ene- 
mies and creatures to life in 3D games. They 
build models within the polygon limitations 
of the game engine, and then apply animation 
techniques. Many animators start out as 3D 
modelers or 2D artists and are trained on the 
job to animate with other programs. 

The tools of the trade for 2D Artists include 
programs like Adobe Photoshop (the industry 
standard), Paint Shop Pro, Painter, and a num- 
ber of other 2D art programs. Many 3D Artists 
use 3D Studio Max, Softimage, and Maya to 
make and animate models. The 3D art pro- 
grams tend to be very expensive, so self-taught 
modelers are hard to find. 

Knowledge of both PCs and various art pro- 
grams is highly recommended. Having superb 
drawing skills is a must, and animators should 
have detailed knowledge of the human figure 
and its movement. Game developers generally 
look for artists first and computer gurus sec- 
ond. You can teach an artist to use a computer 
but you can’t teach a computer user to be an 
artist. The ability to work in groups and work 
under deadline pressure is essential. 

As for schooling, courses in computer art, 
figure drawing, landscapes and general art 
courses are useful, and many universities 
offer 3D art classes for computer modeling 
and animation. Real-world experience, with a 
stocked portfolio, is also critical. 


THE DESIGN DEPARTMENT 

Level and scenario designers create the game 
world and its architecture inside a 2D or 3D 
level editor. Most game engines are designed to 
include their own custom level editors, so 
design training doesn’t necessarily transfer from 
one game to another. Editors vary from game to 
game. Some 3D games use programs like 3D 
Studio Max or Lightwave as level editors. 

A general art background is very useful 
when crafting levels for 3D games, as is some 
knowledge of architecture and design con- 
cepts. General programming knowledge is 
recommended for the scripting aspect of 
design. Knowledge of one or more sets of 
editing tools that have shipped with various 
PC games over the years is essential. 

Since the level designer is often a jack-of-all- 
trades and master of none, it’s difficult to speci- 
fy course of education. General art courses, 
drafting courses, and programming courses 
would all be useful to a level designer, but 
there’s no substitute for downloading and using 
tools on the Internet for a good self-education. 


THE PROGRAMMING DEPARTMENT 
Programmers are a significant part—and 
some would say the backbone—of every gam- 
ing company. They work their magic in mys- 
tical lines of code (the list of instructions that 


www.planetquake.com /polycount /resources / general 
PolyCount: The site to visit for 2D and 3D art 
resources and tutorials 


www.studio-erebus.com 
Studio Erebus: Various game art tutorials, editori- 
als and a message board 


www. planetquake.com /hosted.shtml 
PlanetQuake: Models and Skins links for Quake, 
Quake Il and Quake Ill: Arena 


www.webreference.com/3-D 
3D Animation Workshop: Various 3D art and ani- 
mation tutorials, mainly for 3-DSMax 


net _ 
RUST: The most comprehensive level design work- 
shop on the Internet 


: www.gamedesign 


www.unrealtournament.com / editing / 
Unreal Tournament: Your portal for all things relat- 
ed to Unreal editing 


www. programmingtutorials.com 
Programming Tutorials: Tutorials for just about any 
programming language imaginable 


www.programmersheaven.com 
Programmer's Heaven: The name says it all 


the computer translates into machine lan- 
guage to make games work). No 
Programmers = No Game. Right now the 
most common game programming language 
is Visual C+ +. Programmers write their code 
in C+ + and check it in and out of a code 
database. Programmers have their hands in 
every aspect of a game’s development so they 
end up using a variety of software packages. 

While there are many specialized courses in 
computer science curriculums, the basics 
should include Intro to Algebraic Programming 
Languages (hopefully C), Calculus and Linear 
Algebra (matrices) for working in any three- 
dimensional framework, Data Structures, 
Algorithms, Computer Graphics, and various 
research projects that will result in your hav- 
ing something to show besides your degree. 

Besides an extensive knowledge of game 
programming, various languages, and mathe- 
matics, here’s a list of other desirable traits in 
programming candidates: 

PLANNING: If you can’t plan a project proper- 
ly, it really won’t get done on time or the way 
you intended. This is something taught in 
both a trade school/programming curriculum 
and a B.S./Computer Science type of program. 

WORKING IN A GROUP: The industry is long 
past the days of the lone wolf programmer. 
Working on a section to better the whole of a 
project requires the disciplines of code modu- 
larity, as well as communications and leader- 
ship, something learned from any large pro- 
ject or in a theory-based/B.S. curriculum. 

ALGORITHMS AND DATA STRUCTURES: If you’re not 
familiar with the most basic procedures and 
data organization methods, you really can’t 
be given much responsibility for code plan- 
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www.electronicmusician.com 


m 
it general writing re: 


ning. The basics are taught in any self- 
respecting degree program, though again a 
theory-based/B.S. curriculum is going to 
have more detail, guiding a student towards 
creating his or her own algorithms and doing 
more research. 

INITIATIVE AND DRIVE TO LEARN: Although the 
past points are biased towards school, too 
many people go for the degree and still don’t 
make inroads toward becoming a game pro- 
grammer. Little of what is taught in most com- 
puter classes is directly applicable to creating 
a game itself. B.S./Computer Science pro- 
grams are actually the worst in this respect, 
due to the large amount of theory taught 
compared to a small amount of application 
coding. It takes a willingness to apply these 
things to games, and a drive to learn new 
ways to make those games better. This is 
often what coders who did not go to college 
have in spades. 

EXPERIENCE: In the end, true coding experi- 
ence carries a lot of weight. Someone in 
school often needs a dose of what real, prac- 
tical coding is like. This can come from get- 
ting a student programming job or by using 
some of that initiative mentioned above to 
create a unique work: a game, a mod, or 
whatever interests them. 

CAN FINISH WHAT ONE STARTS: For every one 
resume from a candidate that worked a long 
project from start to finish, we receive a 
dozen from people that started one thing, 
jumped to the next, got bored, went on, etc. 
Long projects take a lot of planning at the 
beginning to make sure they reach the end, 
and once the initial excitement wears off, the 
project doesn’t go away. 


THE SOUND DEPARTMENT 

Sound Designers compose and implement a 
game’s music and sound effects. If you hear 
anything while playing a game, odds are that 
a sound designer is responsible for it (unless 
it’s those voices in your head). They use tools 
like Sound Forge, Cakewalk, Vegas, Awave 
Studio, Protools and other sound library collec- 
tions and software. For music composition and 
recording, many use a multi-track recording 
program called Cubase VST made by 
Steinberg. For sound effect recording and edit- 


CGM | JANUARY 2002 


ing, there are Sound Forge 4.0 and Vegas, 
both made by Sonic Foundry, and of course 
you'll need to use basic recording equipment. 

Having an extensive knowledge of comput- 
er and sound hardware such as synth mod- 
ules, controllers, mixers, etc., plus an ear for 
music is critical. You also must have knowl- 
edge of video games and their sound limita- 
tions. The ability to compose in a wide variety 
of music genres is also helpful since you never 
know what the game may call for. 

Eventually, it helps to learn more about 
how game engines work with audio in order 
to become more innovative in sound design. 

As for education, any music and/or the- 
atre class, be it appreciation or performance, 
is helpful. It also helps to take voice lessons 
that include singing exercises and sight- 
singing-ear-training. Take a dance class or 
two as it will help with your rhythm abili- 
ties...especially tap (no joke). Listen to as 
much music and as many different kinds of 
music as you can. As always, playing games 
and paying attention to their music and 
sounds is great experience. 


“Everyone seems to want to 
be a game designer...the idea 
suy or “think tank” behind 
every aspect of a game. These 
jobs do not exist.” 


Hands on experience with music gear 
through a recording studio or something sim- 
ilar, and some basic education in computer 


audio through classes or texts is also 
extremely helpful. 


SUPPORT DEPARTMENT 


Webmasters design and maintain game com- 
panies’ websites. The increasing amount of 
game information, downloads, patches, and 
support that are available via the Internet 
nowadays is creating a demand for more full 
time website work. Their tools include HTML 
editors and/or software packages like 
Macromedia Dreamweaver, Flash 4.0., FTP 
software, and art programs like Photoshop 
and Paint Shop Pro. 

A general art background is very useful 
for creating your own site graphics. Being 
able to hand-code HTML is handy, despite 
the various GUI programs on the market 
today. Writing skills are essential for profes- 
sional updates, stories and website content. 
Courses in English, Journalism or related 
fields are quite useful, as would courses in 
Art, HTML, Programming and various soft- 
ware packages. Experience is also critical. 


WRITERS 
While most writing work at game develop- 
ment companies involves technical (manuals, 
hint guides, documentation, design document 
maintenance) as opposed to creative writing, 
some do develop related game stories, and 
write in-game fiction and dialogue. The 
writer’s tools include the usual collection of 
software: Microsoft Office, Final Draft, various 
text editors and word processing tools, as well 
as the good old Internet itself for research. 
The skillset here is simple: You need a 
general writing background coupled with 
extensive game knowledge. Experience with 
technical writing as well as creative writing 
is recommended. Courses in English, 
Journalism or a related field is helpful, as 
well as general computer skills. 


OTHER SUPPORT STAFF 

Of course no company can survive without 
the help of specialized individuals with more 
standardized business skills. While they are 
not generally game related (other than quality 
assurance testing), acquiring one of these 
positions could be the key to getting your foot 
in the door for a development position. Some 
of these positions include: Accountants (CPAs 
track sales, business expenses, payroll and 
accounts payable), IT Professionals (someone 
has to keep the servers and workstations run- 
ning), Sales and Marketing (game companies 
employ publicists and an expert sales staff to 
help sell their products), Administrative 
Assistants (most game companies have a 
catch all person to handle company events, 
day-to-day operations and activities and every- 
thing else that no one else has time to do), 
and Quality Assurance (Assurance testers play 
test the games and report bugs to the develop- 
ers. We covered the latter field in the July 
issue, and as that article noted, many develop- 
ers get their start in QA. 


GO FOR IT 


As you can see, there’s much more to work- 
ing at a game company than sitting around 
and playing games all day. Each position 
requires a unique skill set and educational 
background. If you’re interested in making 
games, you should have a pretty good idea of 
what kinds of jobs are available at your aver- 
age game company. You just need to decide 
which position is best suited to your talents, 
develop the necessary skills and go for it. @ 
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4x4 RACING HAS EVOLVED 


And you're in the driver's seat. Win fast money and deck out your truck 
from over 125 upgrades like performance shocks, race tires, brush 
guards, roll bars, snorkels, working winches and performance exhaust to 
increase vehicle power and speed. 


Take your pick from over 120 photo-realistic, top of the line trucks from nine manufacturers. 


~ Roar through races in 32 different exotic, Leave the track behind in unique adventures, 
outdoor courses from all over the world. discovering ancient temples and lost treasures. 


- Enhanced weather systems mean you'll be busting through walls of fog and plowing 


a iN STORES NOW 


The 4x4 Evo loge, 4x4 Evo, Terminal Reality and the Terminal Reality fogo are. trademarks of Terminal Reality. Godaames and the Godgames logo are trademarks of Take-Two interactive 
inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries and are used under license 
from Microsoft. All other trademarks and trade names are properties of their respective owners. © 2001 Take-Two interactive, Inc. All Rights Reserved 
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Will the X-BOX attract die-hard PC fans? hands-on with microsoft’s first console 


aybe it’s because Microsoft is the most successful brand in per- 

sonal computing. Maybe it’s because an American company dares 

enter the console market for the first time since 3DO’s spectacu- 

lar flop. Maybe it’s the PC-like components used inside the sys- 

tem, with technology from Intel and NVIDIA along with a hard 
drive and Ethernet adaptor. Maybe it’s all the high-profile games created by 
PC developers. 

Whatever the reason, the new Xbox console has caught the interest of 
die-hard computer gamers like no game system before. You can see it on 
message boards and in emails all over the ‘net: gamers who blissfully 
ignored console games for years are looking at the Xbox and wondering, 
“do I need to get one of these things?” 


<r For every hardcore PC enthusiast that’s curious about the Xbox, 
I's not there’s one who stands by the tired old rhetoric, “It’s just a dumb- 
a pe ed-down PC for your TV.” Maybe it could have been, but after 
playing many of the launch games, rest assured it’s not—there’s literally 
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nothing about using an Xbox that is in any way similar 
to using a PC, and if they didn’t tell you there were PC- 
like parts inside, you wouldn’t know. Claiming that an 
Xbox is like a PC is just like claiming that Nintendo’s 
GameCube console is like a Mac because it uses a 
PowerPC-based processor. All console systems are com- 
puters in the strictest sense, but the way that they’re 
operated together with the style of games they play are 
what separates the PC and the console, and the Xbox is 
firmly on the console side. There’s no keyboard or 
mouse, and no plans for them from Microsoft or any 
third-party peripheral manufacturer. 

The idea of the Xbox was to take what was good 
about the PC and apply it to a game console, without 
turning it into one. To some degree, that seems to have 
worked. The hardware and development libraries, 
while customized for the Xbox, are familiar to long- 


"you'll do ... things in 

Halo you didnt 

think they could do in 
games yet.” 


[clockwise from top teft] Halo >>> Cel Damage >>> Brute Force >>> NFL Fever >>> Project Gotham Racing >>> Dead or Alive 3 


time PC programmers. The built-in hard drive is put to 
pretty good use by even early games like Dead or Alive 
3, which features multi-stage fighting arenas and no 
load times, and several games that let you use custom 
soundtracks by creating playlists of songs ripped from 
your favorite CDs. A built-in hard drive will surely 
change the design of console games, making them 
deeper and more adaptive like those on the PC. But the 
importance of the Ethernet adaptor shouldn’t be under- 
stated. It’s the key component in Microsoft’s upcoming 
online service for the machine, but other console 
games are already online—it’s the introduction of LAN 
gaming to the console market that’s interesting. Sure, 
it’s a pain to lug your TV and Xbox over to a buddy’s 
house, but no more so than your whole PC, and games 
like Tony Hawk’s Pro Skater 2X, NASCAR Heat, and 
Halo already support multiplayer gaming via LAN. Will 


the sense of community that springs up around many PC games develop 
for Xbox titles as well? 


If you’re a die-hard PC gamer, you really only want to know two 
things: are the games worth shelling out $299 for the system, and 
is this thing going to kill the PC? Well, it can’t kill gaming on the 
PC, because it’s not one. If it looks, works, and plays like a con- 
sole, and the manufacturer actively encourages console-style games 
(which it does), then PC gaming is as safe as it is with the introduction of 
every new console. In the short term, some high-profile PC developers will 
crank out games for it, but they won’t quit making PC games and there 
are still many types of games you can do on a PC that just wouldn’t work 
on a console. 

Whether or not it’s worth $299 to the average hardcore PC gamer is 
another thing entirely. It’s all about the games—if the games are a lot of 
fun, it really doesn’t matter whether they’re on the PC or a console. And 
even thus far, Xbox has some terrific software. Project Gotham Racing is a 
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Hardcore Buffy fans os know who you are) have at least one good reason to own an Xbox. >>> ce wpen other Sl stems « get Tony Hawk | 


3, the — gets an enhanced version of 2. The third in the series will come later. 


refreshing change of pace from the endless “cross the finish line first” con- 
tests of typical racers, and both looks and drives great. Dead or Alive 3 is a 
perfect example of what the Xbox is all about. It’s drop-dead gorgeous, the 
kind of game you put on when friends come over to show off. What’s 
more, the refined mechanics make it a much better fighting game than the 
previous two Dead or Alive games. But perhaps most importantly, it’s 
about as far as you can get from a PC game. 

The Xbox launch library seems quite strong indeed. There are definitely 
a few duds in there, but the overall quality exceeds what most consoles 
launch with, especially when you stack it up against the launch libraries 
for other consoles’ releases in Japan rather than their delayed western 
releases. Perhaps the strongest genre is sports, as the Xbox is the recipient 
of the full treatment from EA Sports and Sega as well as Microsoft’s own 
lineup, which may give those other guys a run for the money. 


If there is one game that wraps up all the PC 
enthusiasts’ hopes, fears, and curiosity, it’s 
Halo. Bungie was the quintessential computer 
developer; pushing out products for the PC and 
Mac at the same time and shunning consoles almost 
entirely, always mindful of their fiercely loyal fans. Even 
Oni seems like a half-hearted attempt to put what was 
meant to be just a PC game onto the Playstation2. Then 
they sold themselves to Microsoft, moved into the 
Redmond campus, and moved the development of their 
jaw-dropping and hotly anticipated shooter to the Xbox. 
The current plan is still to bring Halo to the PC, but the 
timeframe is unclear. 

Halo is, in a word, amazing. PC gamers will probably 
never see it as anything but a console port of a PC game, 
but Bungie has done an excellent job of turning it into a 
console game through and through, like Goldeneye or 
Perfect Dark. The gamepad control is as good as it gets, 
and even those who swear by their mouse and keyboard 
will only need a small period of adjustment before every- 
thing becomes second nature. The AI for friendly troops 
and enemies is nothing short of brilliant. Combined with 
some groundbreaking audio work, it real- 
ly brings the world to life. Toss in 
some of the best graphics you’ll 
ever see—on a PC monitor or 
a TV—and you’ve got an 

immersive experience 

unlike any other. 

There’s a pretty 

strong story there as 
well, with above average 
writing and acting and more scripted 
sequences than you can shake a Half- 
Life at. Halo’s got it all: intuitive con- 
trol, slick physics, lush visuals and 
audio, flashy special effects, an engrossing 
plot progression, and cool vehicular combat. 
You'll do, see, and hear things in Halo you didn’t think 
they could do in games yet. It’s the kind of thing you 
can wait for if you just look at screenshots or movies, 
but once you play it, there’s no turning back: you have 
to have it. 

And it’s on Xbox first. Acquiring Bungie may have 
been the smartest move Microsoft has made in years. 
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hough the Xbox is the console getting the most attention from 

PC gamers, it's certainly not the only kid on the block. In fact, 
if Microsoft has their work cut out for them if they hope carve 
out a piece of the console games business for themselves. 
“Playstation” and “Nintendo” are household names, and have 
already earned mass-market appeal. 


At the introduction of the Xbox and GameCube, Sony's next-gen 
console is already over 18 months old in Japan and a year old 
in the U.S. The good news is, that means there's a large library 
of games and the 2nd major wave of titles (with noticeably 
improved quality) are upon us. Gran Turismo 3 is already a big 
hit and Meta/ Gear Solid 2 has such an incredible cinematic flair 
that it’s sure to sell as well as the original. If you're looking for 
games inspired by PC titles, you may want to check out 
Baldur's Gate: Dark Alliance, which plays like a cross between 
Diablo and Gauntlet but with a D&D twist. The sequel to Drakan 
is also making its way to the PS2 early in 2002, and the early 
version we looked at shows promise. The Playstation2 is the 
recipient of quite a few ports of PC games, but the best titles 
are the ones exclusive to the system. Some of these a die-hard 
PC game fanatic would feel right at home with—there’s no rea- 
son someone who likes eed for Speed wouldn't love Gran 
Turismo 3—but many others are typical console fare. 

The Playstation2’s large library of titles is its greatest 


strength, and the large installed base attracts top development. 
But the technology of the console itself is a step behind the 
competition, and since it was launched earlier, it will probably 
be retired earlier as well. 


Nintendo is synonymous with video games, and for good rea- 
son: they take the time to make fantastic games. Though the 
cartridge-based format of the Nintendo 64 annoyed developers 
and inflated the price of software, the incredibly tiny GameCube 
is a far better architecture. It can't play DVD movies like the 
PS2 or Xbox, there’s no existing hard drive or upcoming add-on 
for one, and the online plans are unclear. But it's Nintendo, and 
that means quality games. Not a lot of PC games are scheduled 
to be ported, but some exclusive titles, like Rogue Leader: 
Rogue Squadron II, are sure to attract PC gamers. 

There's no doubt that the GameCube hardware is good and it 
has some promising games, but those who prefer PC games 
tend to be turned off by the family-friendly nature of Nintendo's 
titles. Nintendo is trying to offer more for adult gamers this time 
around (mostly from third-party developers), but by and large, 
the GameCube software lineup is skewed toward a young audi- 
ence. That doesn't make the games bad, but it's a style some 
don't appreciate. The GameCube also has a bit of a software 
library problem out of the gate, as there just aren't nearly as 
many titles to choose from as with the other two systems. @ 


Metal Gear Solid 2 is bound to be the PS2’s big hit this holiday season. >>> Are most GameCube games too cutesy for most PC enthusiasts? 


We'd love to give you a simple yes or no answer about buying an 
Xbox, but it’s just not that easy. If the only games you care to 
play are 2D strategy games, wargames, or flight sims, there’s not 
much in the Xbox library for you. If you can’t stand console 


games in general, Xbox isn’t likely to change your mind. But if you wish 
console games had some of the expansive qualities of PC games and a bet- 
ter sense of community with online or LAN play, or if you’re just a sucker 
for quality action, fighting, driving, or sports games with jaw-dropping 


unclear if developers will provide a way for users to 


make and distribute MODs for Xbox games. Right now, it 


seems like it will be rare at best. 
It’s been easy to be skeptical about Xbox. There was 
no doubt that Microsoft has a lot of marketing muscle, 
and the hardware always looked great on paper, but 
nobody really knew if the games would really be any 
good. After playing quite a few of the Xbox launch 


graphics, it’s well worth the $300 investment. After all, that’s the cost of a 
high-end video card, and it makes available a wealth of games your PC 
will never see. The jury is still out for RPG fans. Morrowind is the only 
big RPG planned for the near future, and it’s not much different than the 
PC version. 

Increasingly, the PC games experience is defined by the ability to play 
user-made modifications and scenarios. The Xbox is the first console with 
the hardware necessary to make that a part of console gaming, but it’s 


games, we can safely say that Microsoft has built a very 
strong foundation and only needs to continue to build 
upon it to make the console a major hit. Should you give 
up your PC games for it? Of course not. But even hard- 
core PC fanatics will probably find enough Xbox-exclu- 
sive games to love, and even some made by their favorite 
PC developers, to warrant its purchase. Just don’t expect 
a simplified PC for your living room. 
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HARDWARE 


technology for today 


One of the great mysteries of the gaming world is the answer to the age-old 
question: “what kind of hardware go gamers have?” Developers have to make 
a guess about the hardware their game will be run on one or two years in 
advance. Even lowly press bums try to skew coverage toward the “average 
enthusiast gamer” without any real hard info on who those people are and 
what kinds of machines they’re running. We just know we’re one of them. 
Leave it to Valve to do something about it. 

If you’ve installed the latest patch for Half-Life—the one that adds voice 
communication and the cool spectator mode—you know what I’m talking 
about. At the end of the patching process, a dialog box pops up asking if 
you'd like to participate in a survey conducted by Valve and Speakeasy.net. If 
you select “yes,” the software asks you to tell it what kind of internet connec- 
tion you’ve got, and auto-detects a few other things like amount of RAM, 
processor type and speed, and video card type. The coolest part is that the 
results are public. Just head to valve.speakeasy.net/survey/ to see the kinds of 
systems Half-Life patchers have. 


é¢ There are a lot of things that 


Surprise Us. Our users have nicer 
machines than we do. " 


So why is this interesting? Why do you care what a handful of gamers that 
have installed the latest Half-Life patch have for a computer? There are two 
reasons to take this survey very seriously: first, the results will be used by 
Valve to better hone their future products to the marketplace, and second, 
there are over 400,000 participants at this time, ensuring that other developers 
will use the data as well. It’s an absolutely huge sample, considering that 
most surveys about computer usage establish a national trend using only a 
sample of several thousand users. Granted, this isn’t 400,000 average ordinary 
computer users—this survey data is only representative of people who have 
patched Half-Life recently. But it’s a very good representation of the average 
ordinary gamer, and given the age of Half-Life and it’s ability 
to run on old machines very well, if it’s skewed at all, it’s 
probably toward those with low-end hardware. 

The size is especially important considering the absolutely 
shocking results. Perhaps most incredible are the Internet 
connection speed stats. Bear in mind there’s some room for 
error here, since this is the one and only part of the survey 
that is filled in by the user—you can’t cheat on the other 
stats, but you could lie about your net connection (why you 
would do that, knowing that the data would then be used to 
help developers make games not for your connection speed, 
is beyond me). Get this: 71.4% of the gamers in the survey 
have broadband connections of at least 256k per second. 


CGM | JANUARY 2002 


Valve's massive survey 


The future of system requirements is on the web 


That’s absolutely staggering. All the computer industry 
analysts put broadband penetration across the nation 
at about 20-30%, and here we have an absolutely 
huge sampling of gamers telling us that broadband 
isn’t just popular with them, it’s the norm. Let’s put it 
this way: those numbers tell developers that they 
could make a game that requires broadband more safe- 
ly than they could have made a game that requires a 
3D accelerator two years ago. If their game isn’t going 
to be released for another year, they can safely cut off 
dial-up users without screwing up their sales numbers. 

Also surprising, but less so, is the amount of RAM 
that users have. A full 40% of the respondents have 
128MB, and over 50% have 256MB or more. Fewer 
than 10% have less than 128MB. If you’re one of 
them, take advantage of the cheap RAM prices and 
upgrade, because the day of 128MB as a minimum 
system requirement is almost upon us. CPU speed is 
pretty evenly spread, averaging in the 700-900 MHz 
range, but when it comes to video cards, NVIDIA sim- 
ply dominates. About 45% of the gamers who applied 
this patch have a GeForce2 MX or TNT2 card, split 
equally. But other NVIDIA cards like the GeForce3, 
GeForce2 GTS, and Riva TNT make up another 13%. 
All of ATI’s cards combined don’t total even 5%. 

Some of the data is suspect, or even wholly 
screwed up. AMD and Intel processors each account 
for about a third of the users, with another third listed 
as “unrecorded,” because that data was determined by 
looking at the video card driver rather than polling the 
processor directly. Flawed or not, the survey results 
surprised Valve as much as anyone else. I asked com- 
pany founder Gabe Newell what he thinks of the data 
and he said, “There are a lot of things that surprise us. 
Our users have nicer machines than we do.” @ 


TIP OF THE MONTH 


Find out what's in your PC — If you've ever struggled to find out exactly 
what hardware you have in your PC, Belarc Advisor is the answer. It's a free 


application you can download from www.belarc.com that will list make and 
model for all the components in your machine, and even tell you what software 


is installed. It’s useful for those wanting to upgrade, find appropriate drivers, 

or troubleshoot a problem. If you have Internet Explorer 5.5 with Service Pack 2 
or IE 6, you have to download and run a registry update from 
www.belarc.com/Advisor2/msie5.5SP2_6.0.reg. 


got a need for knowledge? 


| have 384MB RAM, and I'm current- 

ly running Windows ME. | am won- 
dering if Windows ME is using all my RAM, 
because if it isn't, then there would be no 
point to upgrading my ram. 


Jon kL. 


A: : Windows 95, 98, and ME can access 
e up to 4GB of RAM, but only 2GB can 
be physical RAM. The rest must be virtual 
memory. There are reports that these versions 
of Windows won’t actually work if you have 
512MB or more installed, but I’ve seen plenty 
of systems out there with that much and 
more, and they work fine. In fact, our very 
own Ben Sones used to run Windows ME at 
home with 512 MB and didn’t have any prob- 
lems at all. 

Still, error reports from users attempting to 
run those Windows versions with that much 
RAM are common. The most common error is 
an “out of memory” message when using the 
DOS prompt or launching Windows. Microsoft 
has tips in their knowledge base about it: sup- 
port.microsoft.com/support/kb/articles/q253/ 
9/12.asp. Basically, it can be caused by the 
amount of cache Windows allocates when 
you've got tons of RAM, so adjusting your 
vcache settings in your system. ini file can 
solve the problem (if you even have it). 


TECHe Ties 


Microsoft Settlement — The long-running 
Microsoft Antitrust case might finally be wind- 
ing down. The Department of Justice and 
Microsoft have agreed to a settlement in prin- 
ciple. At press time, it has still not been 
approved by U.S. District Judge Colleen Kollar- 
Kotelly and the 18 states that are co-plaintiffs 
in the suit, though it looks likely. The agree- 
ment would require Microsoft to give indepen- 
dent monitors full access to their books and 
business plans for five years, with a possible 
two-year extension. Analysts agree that the 
settlement would be a big win for Microsoft, 
since it is far less restrictive than previous pro- 
posals. It would be beneficial to PC manufac- 
turers as well, since they would gain the abili- 
ty to substitute non-Microsoft applications for 
those included in Windows. It would also 
require Microsoft to sell Windows to manufac- 
turers on a uniform pricing scale. Don't expect, 
as a consumer, to play less for Windows or 
other Microsoft products, though. 

MouseMan Dual Optical — Last month we 
took a look at Microsoft's new optical mouse, 
this month it's Logitech's turn. Optical mice 
are great, but somewhat of an annoyance to 
gamers because the mouse pointer tends to 
“freak out” when the mouse is moved too 
quickly. Microsoft got around this problem by 


Windows XP, like Windows 2000, has no 
problems working with up to 4GB of RAM, 
and in fact is more efficient about using large 
amounts of RAM to make the OS run better. 
But if your current Windows 98 machine is 
functioning fine with 384MB, you can bet that 
it’s actually using it. 


Could you tell me how difficult it 

would be for a game developer to 
add a supported resolution to a game 
that has already been released, in the 
form of a patch? Is there a way to get 
Game Makes to support more LCD Native 
Resolutions? How about releasing patch- 
es for games so they support 1400x1050? 

Daniel H. 


A: Whether or not adding support for a 
e new resolution is easy or hard really 
depends on the game. Many 2D games or 
games with 2D interface elements don’t scale 
to new resolutions, so you run into problems 
with oddly shaped or sized graphics if you 
display the game at a different resolution. For 
fully 3D games, it’s quite a bit easier, but it’s 
still a matter of making sure that the video 
drivers support the resolution, color depth, 
and refresh rates that you’re aiming for. 
Ultimately, whether or not any developer 


drastically speeding up the rate at which the 
mouse takes snapshots of the surface it's on. 
Logitech’s new Dual Optical mouse circum- 
vents the issue by using two optical sensors, 
angled 45 degrees from one another. Does it 
work? When put to the test, it does indeed 
maintain perfect tracking even with very quick 
flicks of the wrist. The new shape is comfort- 


Logitech MouseMan Dual Optical 


st 


mail: qa@cgonline.com 
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takes the time to implement a specific resolu- 
tion boils down to demand. If the gamers out 
there are asking for it, it’s worth the time. If 
not, the time is better spent on something that 
will benefit more people. Somewhat wacky 
resolutions like 1400x1050 are probably not 
worth the time for most developers, particu- 
larly when the majority of the laptops out 
there use more standard resolutions 
(800x600, 1024x768, 1280x1024, and now 
1600x1200 are most common). 

If you want developers to add in support 
for your laptop’s native resolution, send them 
mail and get your friends to do the same, or 
start an online petition. 


In “Techbytes” on pg. 63 of issue 

130, your magazine states that the 
new “Big Drive Specification” can address 
144 petabutes, or 144,000 gigabytes. 
144,000 gig is 144 terabytes. A petabyte is 
a million gig, or a thousand terabytes, or 
a group of 8 animal activists. 

Jim P. 


A: You’re correct, there was a typo in that 
e section. It should have read, “That’s 
144,000 terabytes,” not gigabytes. Either way, 
that’s a whole lot of data! 


ee © 8 © @e@ 


able, but not quite as nice as the new 
Intellimouse Explorer. There are few complaints 
about the software except for the goofy “web 
wheel” feature, which you're better off dis- 
abling. Logitech's new Dual Optical mouse is a 
great choice for gamers. We prefer the new 
Intellimouse Explorer, but if you don’t like the 
shape of that mouse, give this one a try. @ 
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3D Battle Royale 


Five new products from ATI and 
NVIDIA face off 


by Jason Cross 


The Radeon 8500 (left) sacrifices image quality for speed in Quake 3. Notice 


Fall is an important time for video card companies. how the Radeon 7500 (right) has a smooth gradient on the numbers? All the 
New product lines from companies such as Dell and NVIDIA cards look like this as well. 
Gateway, coupled with promotion deals for the latest 
version of Windows, make for a lucrative target. It’s advance, though the current drivers don’t enable it in OpenGL and the perfor- 
important for the card makers to bring new products mance impact is too steep in Direct3D. ATI has incorporated a few new pixel 
to market to earn contracts with these system shader functions, though developer support for these is shaky. The TruForm 
builders—even if the market doesn’t really need them. model-smoothing tech is pretty slick as well, but again, not widely supported. 
Such is the case this fall, when ATI and NVIDIA At its core, the Radeon 8500 is still a fully DirectX 8 compliant video card, 
freshen up their product line while the rest of the PC which is good. ATI has also improved their already industry-leading video 
industry tries to rebound from a sales slump. Will acceleration, so DVD and other video playback looks better than ever. With 
ATI’s new products steal the lead from NVIDIA, or four pixel pipelines (with two texture units each), and a 275 MHz clock speed, 
did the king of 3D manage to hold on to the crown this monster has a fill rate of 1.1 gigapixels. Couple that with 550 MHz RAM 
for one more round? (275 MHz DDR) for memory bandwidth of 8.8 gigabytes per second—the high- 
est we’ve ever seen—this card should smoke the competition, right? 
, ~ Radeon 8500 Well, not really. True to form, ATI has managed to release some killer 
‘M » ATI's new flagship prod- hardware with lousy drivers. Performance in 3DMark 2001 is great, but real- 
"js oN uct is the Radeon 8500, a world game tests put it behind the GeForce3 Ti 500, and sometimes even 


Arena performance is nice, but ATI’s drivers look for that program by name 


Fi RavJeon Hall new 60 million-transistor behind the Ti 200. Performance in Max Payne is downright abysmal. Quake III 
Ari a” chip design that incorpo- 


rates some leading-edge and enable optimizations that reduce image quality to improve frame rate. 
technology. SmoothVision What’s more, there are compatibility problems with a few games. It seems 
anti-aliasing is a nifty like we say this every time a new ATI card is released, but one more time can’t 


hurt: “If ATI can whip the drivers into 

shape, this will be a really killer card.” The 

one saving grace for the Radeon 8500 is the 

fact that it retails for $299, undercutting the 

900 1024 x 768 GeForce3 Ti 500 price, and you can find it 
WB GeForce Ti 


no Anti-Aliasin g for around $250 if you shop around. 
So 
wl 
o 
3 3S 
4 with 256 MB of RAM running Windows XP 


_ ; Pro. Vsync and sound were disabled when- 
Max Payne RTICW Test 3DMark 2001 Serious Sam aver coach. 
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Radeon 7500 


Don’t be confused by the name of this 
one—it’s not just a slower Radeon 8500. 


This new mainstream/budget card from 
ATI is really just a massively overclocked 
~ version of the original Radeon. The core 
S 
the memory a healthy 460 MHz. In terms 


100 


clock speed is a whopping 290 MHz, and 
50 of features, it’s exactly the same as past 
Radeon cards, but that massive clock 
speed provides a serious performance 


boost. Of course, it still has the Radeon 


Benchmarks performed on a 2 GHz Pentium 


Quake 3 
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driver quirks that ATI hasn’t managed to fix yet and 
the fill rate and memory bandwith only pushes it 
ahead of NVIDIA’s competing cards when you turn 
on anti-aliasing. The Radeon 7500 retails for $200, 
but it’s easy to find it at about $150, and despite its 
minor problems, it’s not really a bad deal. 


GeFforce3 
Ti 500 

All the cards in 
NVIDIA’s latest 
line bear 

the name 
“Titanium,” and 
they’re all just 
speed adjustments of earlier cards. As always, they’re 
available from a variety of vendors—we tested cards 
from VisionTek, which offers a card with every 
chipset. VisionTek’s cards are also typically on the 
low end of the price scale. 

The GeForce3 Ti 500 is, overall, the fastest card 
on the market right now. The 240MHz core clock 
speed and 500MHz RAM gives it a lower fill rate and 
memory bandwidth than the Radeon 8500 on paper, 
but in practice, it’s a screamer. The Radeon 8500 
managed to squeak ahead with anti-aliasing enabled 
in Quake III and the Return to Castle Wolfenstein 
multiplayer test, but the top-end GeForce3 gave it 
quite a beating in all other tests, and performs better 
with anti-aliasing disabled. While not per- 
fect, NVIDIA’s drivers are some of the best 
in the business, and stability and reliabili- 
ty are both top-notch. The downside? 
Retail price is a whopping $349, and 
you're going to pay around $300 even if 
you dig around online. 


100 


GeForce2 Ti 200 

It’s exactly the same as the GeForce3 Ti 
500 (and for that matter, the original 
GeForce3) except that it’s slower and 
cheaper. The core runs at 175 MHz and 
the memory at 400 MHz, making it a little 
slower than the original GeForce3 and a 
fair bit slower than the new Ti 500. It’s 
still a very fast video card, though, and of 
course it still has all those nice DirectX 8 
functions (pixel and vertex shaders). The 
list price is $249, but it’s easy to find it for 
around $179, which is a heck of a deal. As 
long as you don’t pay full retail price, this 
is the card to get. 


FEATURE 


GeForce2 Ti 


It’s hard to explain why, but NVIDIA has 
graced us with yet another GeForce2 card. 
As if there weren’t enough variants 
already. This is based off the normal 
GeForce2 core (as in the GeForce2 GTS, 
Pro, and Ultra), not the two-pipeline ver- 
sion used in the GeForce2 MxX line. It has 
the same core clock speed as the GeForce2 Ultra at 250 MHz, but the 400 MHz 
RAM is slower, so this card performs in-between a GeForce2 Ultra and Pro. List 
price is $149, and you can find it for just over $100. If you look at the frame 
rates, it’s a real steal, but you’re buying slightly dated technology: DirectX 8 
compatible cards are the future. 


And the winner is... 

The big winner of the fall video card lineup is definitely the GeForce3 Ti 200. It 
has just the right mix of speed, features, and price. It’s the cheapest DirectX 8 
card you can buy, but it’s plenty fast, and it won’t break the bank—you can 
find it for only around $30 more than the Radeon 7500, and it’s far superior. 
The GeForce2 Ti is an impressive card given its very low price, but unless 
you're on a shoestring budget, you should buy something with all those great 
DirectX 8 functions. There’s really no reason the Radeon 8500 shouldn’t be the 
clear performance leader in nearly every circumstance, but poor drivers bog it 
down. Stay away from that card until ATI whips it into shape. 

It looks like a clean sweep for NVIDIA in this round. ATI’s driver fumbles 
let the Ti 500 steal away the performance crown, mid-range buyers can’t do 
any better than the Ti 200, and the price/performance ratio of the GeForce2 Ti 
makes it the top low-cost card. @ 
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An enormous army on the border is generally not a good sign. >>> Joan of Arc is going for the butch look here. 


Sid Meier’s Civilization III 


And on the seventh day Firaxis made a sequel, and that was good... really, really good 


by Steve Bauman 
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CHOICE 


GENRE World's Best Strategy Game DEVELOPER Firaxis [www.firaxis.com] 
PUBLISHER Infogrames [www.infogrames.com] REQUIREMENTS Pentium 
Il 300, 64MB RAM MULTIPLAYER None ESRB Everyone 


af 
Game 


EDITOR'S 


If following up the original Sid Meier’s Civilization was a daunt- 
ing task, consider what long-time Sid Meier collaborator Jeff 
Briggs faces with Civilization III. Coming five years after Brian 
Reynolds’ superlative Civilization I, the newest member of the 
family has to one-up a classic sequel that managed to one-up an original classic. 
Even worse, years of playtime with previous Civilization games and a series of infe- 
rior clones that managed to get all the subtle nuances wrong is enough to dampen 
the enthusiasm that a game like this should generate. Ho-hum, a few tweaks and 
prettier graphics... can’t they at least make it 3D or something? 

Lord knows there are plenty of ways to screw this kind of game up—play some 
Civilization: Call to Power for many examples. Fortunately, any skepticism proves 
entirely unfounded. Civilization III perfectly captures the epic sweep of the previous 
games but adds a bunch of new features that improve upon an already brilliant con- 
cept. It’s superior in every way to Civilization II—and for that matter, any game of 
this type in recent memory. It’s not perfect (what is?), but as with any “classic,” its 
niggling problems (many of which it shares with previous versions) have little effect 
on the overall experience. 


Surprising surprises 
Civilization III is full of subtle tweaks that manage to change the feel of the game 
without... changing the feel of the game. Long time players will feel immediately at 
home, but will be surprised to find their old playing style isn’t as effective as it once 
was. Many old tricks no longer work, and the overall strategy is considerably deep- 
er and better reflects actual history. 

It’s still Civilization, and if the thought of starting with one settler in 4000BC on 
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an unknown random map and building up an 
empire never made your heart go pitter pat- 
ter, Civilization III isn’t likely to convert you. 
As you’ve done thousands of times in previ- 
ous versions, you still explore the world, 
found and build-up cities, negotiate and wage 
war with other civilizations, and research 
new technologies (now structured in ages, 
and featuring a superb little interface for 
queuing their order). The ultimate goal: stak- 
ing your place in the grand pantheon of 
world leaders. 

Where the earlier games featured a bunch 
of semi-connected cities that formed a nation, 
Civilization III is more about continents. The 
introduction of culture and national borders 
makes an enormous difference in the way 
you plan the infrastructure of your civiliza- 
tion. Each change adds a layer of strategic 
depth without any additional complexity, a 
trick few designers can pull off. While each 
city still generates a border of a fixed size, 
they can now extend far beyond the initial 
two squares through the concept of cultural 
influence. You gain culture over time and 
through city improvements, and the cultural 
radii form your national border. 

These changes turn the first third of the 
game into a frenetic land grab, where every- 
one is trying to create the largest contiguous 


border possible, and down the road you start 
to get the new (to Civilization at least) 
dynamic of the border war. Expansionist gov- 
ernments try to take out border cities to 
expand their power and reach, but purely 
military expansion is balanced by the influ- 
ence of culture, which itself can consume 
your neighbors’ border cities. You can even 
win the game through a “cultural” victory, 
which gives players another alternative to 
previous games’ military and scientific victo- 
ries. Additional win conditions make the end 
of the game considerably more interesting, 
and the beefed up combat and diplomacy 
ensure that more civilizations are usually 
around to experience it with you. 

Firaxis has significantly changed how the 
game handles resources. Though food 
resources still need to be within the two- 
square border to give you a bonus in your 
cities, additional resources only require a 
road for them to be available for your civi- 
lization. More importantly, some units and 
city improvements require certain resources; 
for example, to build anything nuclear 
(plants, submarines), you need to have urani- 
um within your border. Some resources are 
merely luxuries for your people, but they can 
also be used for trade. Often you find are 
forced to consider acts of war in order to 
obtain resources necessary to expand your 
empire. It’s devious, it’s nasty, and most 
importantly, it’s incredibly entertaining. 


Diplomatic immunity 

Most of these new elements are funneled 
through the game’s beefed up diplomacy 
model. Expanded interaction with your fellow 
world leaders adds trade into the mix. You 
can negotiate with other leaders for specific 
items (such as trading maps) or set up vari- 
ous combinations (if you want electricity, you 
may have to give up iron, 200 gold in a lump 
sum payment and 20 per turn). You can also 
negotiate rights of passage, trade embargos, 
and mutual protection pacts. To get to the 
good stuff in diplomacy, you need to establish 
embassies with your other civilizations (at a 
cost, of course), and Firaxis dropped the old 
spy, replacing it with an Intelligence Agency 
(a wonder available to all civilizations) for 
your covert operations (an aspect of the game 
that’s not particularly fleshed out). 

The AI is fantastic, by far the best ever for 
the series. Gone are the days of short-term 
memory loss in diplomacy (these guys have 
long memories and can be ruthless, though 
not overly war-mongering), of bizarre war 
strategies, or settlers running willy-nilly all 
over the map (well, in the latter case, the 
new worker unit, which now does the work 
of the settlers, can get a bit wonky when 
automated). The AI is still given bonuses (it 
cheats) at higher skill levels, but usually it’s a 
marvel—particularly when it comes to com- 
bat. Enemy armies amass at your borders, 
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and once war is declared, move with brutal efficiency across your poor civilization. 
They target your infrastructure to cripple your ability to make new units before 
launching assaults on your cities. 


Combat missions 

Firaxis also revamped the game’s combat system. There are no zones of control around 
units, which frees up the map considerably. The new system is quite simple, with 
attack, defense, and hit points (which increase with experience). If a unit survives 
enough battles, there’s a small chance it can become a hero unit, which when trans- 
ferred back to a city can either automatically complete a city improvement or turn into 
an army, which is essentially a stack of units that gets to combine hit points (and 
becomes a formidable opponent). 

There are many different defensive and offensive terrain bonuses, which the AI is 
particularly good at using to its advantage. It’s considerably more difficult to take over 
cities, and this brings up a common criticism of the Civilization series: the weird and 
seemingly unbalanced battle results. It’s loopy to get particularly worked up about ahis- 
torical results (a spearman defeating a tank, for instance) when you're talking about a 
game whose entire premise is ahistorical (unless Lincoln really did lead America for 
6000 years). More importantly, such criticisms profoundly miss the point; in game 
design terms, battles in Civilization are about relative (rather than absolute) strength. In 
more literal terms, it isn’t one tank versus one guy with a spear—it could be 20 tanks 
versus thousands of spearmen, which would be a formidable battle (they could overrun 
the tanks, hop inside, and beat up the drivers... right). 

While early battles for the most part play out identically to previous games, the 
reworked modern battlefield is thoroughly entertaining. Ships can only bombard land- 
based targets, with limited effectiveness, you now can only fly ranged missions with jets 


| ee 


=) The japanese army fears our 
infantry 


japan (Funous) 
“Yes? Be quick - fm quite busy wiping your pathetic civillzation 
offthe face of the planet” 


"We wish to propose a deal. ” 

“Our troops approach your cities. | urge you lo discuss peace 

terms while there ig still time ” 
Mm peace treaty” 


“That's it Goodbye” 


Bee = a 


Coming to NBC this fall, “Everybody Loves Lincoln.” >>> Never accept the default trade; always do 
a counter-offer and see what they're really willing to give you. >>> Old Japan isn’t very happy with 
me right now. 
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Domestic Advisor 


Cities 


Persepolis (7(1 4) turns) 
Pasargadae (4(5) turns) 
Ulundi (30(46) turns) 
Susa (1 (7) turns) 
Arbela (8(9) turns) 
Antioch (7(8) turns) 
Rheims (55(64) turns) 
Bapedi (2 70(320) turns) 
Hlobane (46(54) turns) 
Ashur (45(54) turns) 
Munich (5 3(54) turns) 


The new city view is attractive, if useless. >>> You don’t have to go into the city management screen 
to change production. >>> The space ship now has its own production interface. 


and bombers (no more crashing while running out of fuel), and you can re-base planes 
to any city or to an aircraft carrier unit to move planes closer to your front. Ironically, 
your style of play may never allow you to use all of these nifty new toys. If you’re inter- 
ested in a diplomatic (becoming head of the United Nations) or scientific victory, you’ll 
want to stay as neutral as possible. But with the improved diplomacy, where everyone 
creates alliances with each other and an attack on one can trigger an attack on another 
and can quickly lead to world wars; it’s not unusual to find a formerly peaceful world 
suddenly fighting itself. Sometimes it happens in the space of a single turn. 

Though wars are tactically more complex, dealing with the effects of war at home 
is easier yet still perfectly balanced. A more generalized “war weariness” comes into 
play, and each government type determines when this starts to kick in and how 
much it affects your populace. There’s no more Senate to deal with in a Republic or 
Democracy, but they’re most prone to cities suddenly descending into disorder. 

Each civilization now gets its own unique unit that gives them an advantage for a 
short period of history. These are very short-term benefits, but the newly differentiat- 
ed civilizations have a more profound affect, as they’re in place for the entire game. 
Each has two bonuses, and matching the civilization to your style of play is critical. 
Alternately, they can force players into adopting alternate long-term strategies, leading 
to even more replayability. 


A pretty Civilization 

As expected, Civilization III has all new graphics, and it’s easily the first Sid 
Meier game that can be called attractive. Though the overall look will likely 
give Call to Power fans flashbacks, the individual units are superbly drawn and 
animated. The maps look like they’re hand-painted images from an old cartog- 
raphy book. The landscape has greater variety and visual differentiation (dense 
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forests versus light ones, which take longer to 
clear), full of clever little touches such as 
showing the aluminum resource as a soda can. 
Though there are now fewer leaders to choose 
from, their little rendered image is clever (par- 
ticularly as they go through the ages and 
change their garb), as are those of your advi- 
sors (Meier is your science advisor, and Briggs 
serves as your slightly psychotic military one). 
Most importantly, it’s immediately recogniz- 
able as Civilization. 

Though managing a large empire can still 
get a bit overwhelming, and there’s a decided 
lack of charts, maps, or graphs to help you see 
the big picture with regards to your civiliza- 
tion, the interface is overall considerably more 
streamlined. All city management is done 
from a single clearly laid out screen, with tons 
of shortcuts from the main map to do things 
like change production. A queue system (from 
Alpha Centauri) lets you plan out each city for 
multiple turns, you can set up governors to 
manage some of the busywork, and the main 
map screen isn’t cluttered up by too many 
icons. Overall, Firaxis has made the game con- 
siderably easier to play without removing, or 
burying, any of its complexity. 


In case it isn’t clear, this is a 
decent game 

There’s a moment in every game in the 
Civilization series where you sit back and say, 
“Yes!” It’s the discovery of the perfect spot for 
a new city, of blocking off a neighboring civi- 
lization and stunting their ability to expand, of 
researching a new technology that allows you 
to build some unit of mass destruction (or 
coercion, if you’re the diplomatic sort), of exe- 
cuting a Churchillian feat of diplomacy, or of 
finally constructing the spaceship that sends 
your world-trashing civilization to Alpha 
Centauri. Afterward, you describe the events to 
your friends, detailing your game in story-like 
fashion, and it’s at this point when you realize 
that Civilization is one of the finest narrative 
games in existence, despite the fact that it fea- 
tures no true narrative. 

It’s also the point at which you realize that 
you're playing a brilliant game created by a 
master designer, one with a perfect understand- 
ing of the balance between realism and enter- 
tainment, detail and depth, design and execu- 
tion. These are the signature facets of Sid Meier, 
whatever his involvement in a game’s overall 
design, and this is why he sits at the top of his 
field. Civilization III represents a master at the 
height of his powers. It’s Sid’s world; it’s a good 
thing he lets us play in it. 


Everything 


Ugly program icon, sucks away an 
ungodly number of hours of your life 
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The once and future MMORPG 
by Kelly Wand 
Massively Multiplayer Online Role-Playing 


[www.mythicentertainment.com] 
camelot.com|] 


Mythic Entertainment 

Abandon Entertainment [www.darkageof- 
Pentium Il 450, 256MB RAM, Internet connection 
Online only Teen 


Arthur: “Are you just a dream, Merlin?” 
Merlin: “A dream, to some... A nightmare to others!” 
—Excalibur (1981) 


Mythic Entertainment’s debut game Dark Age of Camelot is nothing new or differ- 
ent, but it sure is entertaining. It doesn’t aim for the fence by tampering with many 
well-established formulae of the genre, but it does deliver the goods with visual 
flair to spare and offers credible assurances of bells and whistles to come. How will 
it fare against the likes of Star Wars Galaxies and the upcoming EverQuest facelift 
Shadows of Luclin? Only time will tell, but galloping out of the gate, Dark Age of 
Camelot is most certainly the online role-playing game of the hour and quite possi- 


bly the year. 


Three, three, three games in one 


Despite the title, the deceased King Arthur’s realm of Albion is only one of three 
continents in the game. You can also choose to fight for the Vikings of harsh, rainy 
Midgard or for the willowy fairy folk of verdant Hibernia, a land inspired by Celtic 
myths that are not far removed from the Arthurian ones. Though the names vary 
from realm to realm, the four basic classes to choose from are the familiar staples of 
all fantasy games: fighter, cleric, mage, and thief. As your character progresses, fur- 
ther specializations are possible. Albion fighters, for example, can choose to follow 
the path of the clerical-chanting paladin or the roguish mercenary while Midgardian 
mystics (mages) can become either spiritmasters (who summon transparent warrior 
pets) or the nuke-happy runemasters (and the nuke spells here are actual mush- 


room clouds). Each realm also features several races to choose from. Albion’s 


denizens are chiefly human, while Hibernia is home to both the hulking firbolg and 
the diminutive lurikeen, and Midgard is inhabited by trolls, dwarves, and kobolds. 


Your character’s appearance is more 
exhaustively customizable than in any 
other online game to date, although 
much of the tweaking occurs after 

Pt you've entered the game. Everything you 

saalmes wear, including shields, can be dyed in a 
EDITOR'S §ssvariety of colors. Some hues (royal pur- 
CHOICE ple, for instance) are incredibly pricey, 
which creates a sort of a visual system of rank (“he’s 
wearing purple... he must be powerful”). Additionally, if 
you belong to a guild that manages to scrape together 
three hundred gold (which can be rough going in Dark 
Age of Camelot’s squirrelly economy), everyone in your 
guild of twentieth level or higher can bedeck their cap or 
hooded cloak with one of thirty different guild emblems in 
various different color schemes. 

You can also acquire trade skills through rigorous (and 
expensive) practice, which enable you to make your own 
weapons, armor, and clothing to sell to other players. By 
these means, you and other artisans can eventually con- 
struct siege weapons with which to attack the keeps of 
other realms. 


Realms at war 
In theory, it all boils down to this. Making stuff and run- 
ning around doing quests (horseback is as fast as intra- 
realm transport currently gets) is all well and good, but the 
realm vs. realm combat is the supposed creamy center of 
Dark Age of Camelot, and getting there takes some serious 
effort—maybe too much. The motivation for doing so is 
substantial: each of the three realms has two heavily guard- 
ed relics that grant blanket boons to every member of the 
continent that manages to capture one or both (strangely, 
they don’t seem to do anything for their legal owners). 

Getting to another realm is simple: you can either strike 
out into the unmapped frontier lands on your own, or at fif- 
teenth level you automatically gain the ability to travel 
between one land and the next by purchasing a necklace 
and waiting on a pedestal in your largest keep for a circle 
of NPC acolytes to zap you there (departures are ten min- 
utes apart, apparently because of all the intricate thau- 
maturgy involved). Once there, though, you’re not really 
there. Each realm is guarded from willy-nilly invasions by a 
dangerous frontier area swarming with high-level monsters 
and a series of seven well-fortified forts. 

You have to mount a highly coordinated attack with 


Everyone looks brave enough on this side of the Relic Keep. >>> Camelot’s fabled carved chalices... 
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Viking Jari 
Ying Huss! 


[clockwise from top left] Quiet time in Muspelheim >>> A captured fort in Hibernia flies the 
Midgard banner, no thanks to me. >>> A helpful glacier giant courteously offers direc- 
tions back to my last bind point. 


huge realms distinctively manages to inspire your jingoistic loyalty (even if the 
Round Table seems disproportionately small), and if it’s little more than a standard 
online role-playing game, at least it’s a better standard online role-playing game. The 
improvements hide in all the little details. Spawn times and mana recycles are much 
faster than EverQuest’s molasses pacing, which means less downtime and more 
adventuring. Death carries much less of a penalty, and below fifth level it carries 
none at all (which, oddly enough, doesn’t seem to affect game balance much). 


siege weapons if you want even a chance at taking these Combat classes are more interesting to play (thanks to the spell-like fighting Styles). 
(let alone either of the realm’s “relic keeps”), since each Solo adventuring is easier. 
fort is manned by an efficient squad of non-player charac- Developer Mythic Entertainment obviously knows the formula, and gets most of the 
ters and their long-range cannon artillery, and by any of spices right. The number of EverQuest subscribers that have successfully completed 
that realm’s player characters that happen to be in the “epic quests” has always been low, mostly because these quests require large groups of 
vicinity. Once a keep is taken, however, you own it in players to sit around multiple godforsaken planes for weeks while they wait for a 
more than name—your realm’s banner actually flies from demigod to spawn and possibly drop some incredibly rare item that would then be 
the parapets and you receive your own staff of non-player destroyed in the process of forging an even rarer one. Dark Age of Camelot costs a few 
character guards that remain there as defense while you extra dimes a month but gives far better bang per buck on this score; the early quests 
and your forces scurry off to fry even bigger fish. are fairly simple and rewarding, and even the epic quests dole out impressive treats 

It all sounds terribly exciting and glamorous, but the along the way. The dialog, though hardly Shakespearean, is also head and shoulders 
battles tend to be strangely anti-climactic in nature, above EverQuest’s third-grade syntax and spelling, which definitely helps in the 
whether storming enemy parapets or ambushing an immersion department. 
enemy party in the snow swept woods. Furthermore, the Dark Age of Camelot openly bills itself as a work in progress and as such, it’s a 
coordination necessary for competent siege work is diffi- remarkably sleek, addictive game from the launch pad upward, especially compared 
cult to assemble. At this stage, you’re either a member of to other recent debacles such as Anarchy Online. There are no horned helmets or 
the hardcore (and sometimes snooty) clans that tested the dragon-prowed ships in Midgard yet, no crystal caves or Morgan le Fays in Albion, 
beta to death and are now having all the fun, or you read no horses or housing to call your own anywhere (yeah, there are horses, but you 
about their exploits in the newspapers (by typing can’t own them). If early sales figures are any indication of the game’s ongoing 
“/realm”) while you thoughtfully resume your tailoring popularity, however, there will be soon enough. 


efforts. You don’t get experience for kills in enemy realms, 
either, instead earning cryptic “realm points,” which don’t 
seem to do much as of this writing (one player racked up 
nine hundred without even knowing what they were for). 
Nor can you duel members of your own realm for fun, 
which seems to go against the very spirit of Norse and 
Arthurian philosophy. 


UPSIDE Rich with atmosphere, dozens of little improvements over other games in the 
genre, homemade siege weapons, best-looking spell effects on the market 


DOWNSIDE Deviates little from the “find things, kill them, take their stuff” formula, 
actual realm vs. realm conflicts usually perfunctory in practice 


kKKKKS 


| RATING 


It's all in the details 
It’s not flawless, but Dark Age of Camelot sucks you into 
its time-annihilating clutches anyway. Each of the three 
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Have fun storming the castle. >>> [right] Excuse us, Mr. Hippo, 
but may we land? >>> [below] Prehistoric Housequake. 


Making history by repeating it 


by Tom Chick 


Real-time Strategy Stainless Steel Studios 
[www.stainlesssteelstuidos.com] Sierra [WWwW.sier- 
ra.com| Pentium Il 350, 64MB RAM 

2-8 Players; Internet, LAN ESRB Teen 


In the movie The Professional, Gary Oldman plays a 
demented cop. At one point, at his wit’s end, he tells an 
underling to bring in everyone for reinforcements. When 
the underling asks who he means, Oldman screams, 
“Eeeeeveeeerrriryoooooone!” The veins in his neck bulge 
and his eyes water. Something similar probably happened 
in the initial design meeting for Empire Earth. The lead 
designer might have said he was going to include every- 
thing in this game. When someone, perhaps the producer 
or an artist, asked what he meant, you can imagine him 
screaming “Eeeeeveeeerrrrrythiiiinggg!” 

This is an ambitious design, but only because it has so 
much stuff in it. Feature creep doesn’t begin to describe it. 


Call it feature stampede. Empire Earth is distended with 
features. There are fourteen epochs, each the equivalent of 
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an age in Age of Empires, ranging from prehistory to the unfortunately named nano 
epoch (it sounds like something from Mork & Mindy). Each epoch has unique art- 
work and units. There are infantry, dogs, cavalry, archers, siege engines, ships, and 
eventually aircraft, tanks, and artillery, all in varying flavors appropriate to the 
epoch. There are spell-casting prophets. There are priests who convert the other 
guy’s armies. Each of the 200 or so units can be customized by upgrading one or 
more attributes: firepower, range, hit points, armor, and so on. There are technolo- 
gies that improve your units’ stats or your civilization’s resource gathering. There is 
farming, foraging, hunting, fishing, logging, and mining. There are food, wood, 
stone, iron, and gold. There are 25 different buildings. There are 21 civilizations 
with specific bonuses. There are eight formations to put your units in. There are six 
Wonders of the World. There are five game speeds. There are four AI settings for 
each unit’s behavior. There’s a 3D engine. There are two victory conditions. And 
there’s basically one way to play: gather a bunch of resources. 


A pseudo historical tapestry 

It’s as if all that other stuff just falls away and ultimately Empire Earth is yet 
another game about gathering resources. The winner is almost invariably the guy 
who cranks out enough peasants (called citizens here) to gather the most 
resources and who most efficiently converts them into military units. There’s 
something profoundly disappointing when such a vast game ultimately comes 
down to herding peasants. This isn’t to say that there isn’t a lot of tactical variety 
in the way the units fight. There is, but in the end, it’s dri- 
ven primarily by economics. 

Empire Earth most immediately resembles Ensemble’s 
Age of Empires. This is hardly surprising considering Rick 
Goodman was on the design team for both. The interface, 
the subject matter, the unit graphics, the marketing, and 
even the title seem calculated to say “Hey, if you liked Age 
of Empires, you'll like this, too!” Which is probably true. 
Although both games have a historical motif slathered over 
them like icing, Empire Earth eventually turns into a sci-fi 
battle bot arena with special spell powers like cloaking 
(Refractive Cloaking), unit shields (Diffraction Shields), 
mind control (Assimilation), and teleporting (Teleporting). 
It’s StarCraft meets MechCommander with a bit of Red 
Alert’s whimsy. 

In fact, Empire Earth’s greatest strength is that the 
epochs play like different games. Pay a sum of resources 
and you can upgrade to the next epoch, unlocking new 
units and technologies. You can effectively limit games to 
one or two epochs by playing with standard rules, in which 


“apited 


the cost of “epoching up” is so prohibitive you'll only see two or three before the 
game ends. Alternately, you can play tournament rules, in which the epoch costs 
are reduced to encourage faster progression and more variety. 

If you start at the prehistoric epoch, you’ve got a fairly tedious game with cave- 
men throwing rocks at each other. Then you get an Age of Empires clone for about 
three or four epochs. When guns and cavalry come into play, the game mechanics 
shift substantially. Then powerful artillery and machine guns dominate the battles, 
followed by tanks rendering cavalry obsolete. Then aircraft really shift the mechan- 
ics. Then a show-stopping nuclear bomb makes an appearance. Then the battle bots 
arrive and all pretensions of realism go out the window. Empire Earth ends with 
the defenestration of historical value. 


Combined...er... arms 

There is a sort of subgame from the very beginning, revolving around a unit called 
the prophet. He can be built in any epoch. Even though you may still be slinging 
sticks and stones in the stone age, your prophet can cast powerful spells to destroy 
buildings (earthquakes and fire storms), armies (malaria and the plague), and 
navies (hurricane). But he’s easily countered by building a temple, which provides 
a radius of protection from these spells. Early base raids tend to involve attacking 
an enemy’s temple to take out his “prophet cover” so you can smack him with an 
earthquake or two. 

Later stages of the game rely on more conventional combined arms attacks. Take 
out anti-aircraft guns with long distance artillery and follow up with bombing cam- 
paigns. Move in with infantry to kill your enemy’s citizens and cripple his econo- 
my. This works well enough with Empire Earth’s interface, which builds in nearly 
anything you’d expect in a real-time strategy game (with the exception of looping 
waypoints for customized patrols). One notable problem with the interface is that 
managing aircraft is like herding cats. Combine an unwieldy system of separate 
waypoints for fighters, bombers, and individual planes with limited fuel for each 
aircraft and you’ve got stray airplanes everywhere. 


Rock, scissors, paper, battle robot 

Although each of the epochs encourages different tactics, Empire Earth wisely keeps 
base building and resource gathering consistent. Once you put up your walls, 
defensive towers, and basic unit-building structures, and once 

you’ve got your citizens going about their gathering, you can leave 

them alone and concentrate on military units. This is particularly 

important because even though the game ostensibly shows unit eee 
stats, it relies heavily on an under-the-hood system of unit trumps. — 
Age of Empires did something similar, but it was limited to a fairly : 
intuitive “cavalry trump archers trump infantry trump pikemen 
trump cavalry.” 


Whites of their eyes, my foot. >>> No fair, those guys 
have horses. 


Empire Earth, on the other hand, literally requires half a 
dozen flow charts to explain the unit relationships. Some 
of these are fairly silly. Why is a galleon more effective 
against a battleship than a frigate? Why are cavalry with 
guns more effective against other cavalry than infantry? In 
the final epochs, it breaks down into an arbitrary sci-fi 
slop. Let’s see, tanks are good against Pandoras, infantry 
are good against Minotaurs, Hyperions are good against 
both, and none are good against anti-tank guns except for 
Zeus robots. It’s almost pointless to show a unit’s stats 
when there are so many exceptions to whether an attack 
rating of 200 is better than an attack rating of 100. 


The kitchen sink 

For such a derivative game, Empire Earth does have a few 
nice twists. As in Age of Empires, you can build wonders 
of the world for an alternate victory condition. But like 
wonders in Civilization, each one actually gives you an 
advantage. There is an adjustable unit limit, but it’s a 
global figure split among all surviving civilizations. This is 
a great incentive for defeating other players and it means 
bonuses that increase your limit can give you a significant 
advantage. The number of citizens that can gather 
resources from each source is limited, so competitive 
economies will have to expand across the map. This dis- 
courages turtle-style players who heavily fortify one posi- 
tion and dig in to gather resources. 

But on the whole, Empire Earth plays a lot like a hun- 
dred and one other real-time strategy games. In a way, it 
is one of the most conventional real-time strategy games 
you'll ever play. Aside from its 3D engine (which is of 
questionable value, only looks so-so when zoomed in, and 
keeps the view a tad claustrophobic), it’s very old school. 
It tries almost nothing new. It’s like a K-Tel greatest hits 
album. Yeah, sure, you’ve heard these songs a million 
times, but they’re all good and it’s nice to have them in 
one place. But while your snapping your fingers and tap- 
ping your foot, you can’t help but ask yourself, “Do I real- 
ly need this?” 


There’s a lot of stuff in here 


It's mostly the same stuff you get in any real-time strategy game 
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Intense, brutal, and bloody entertaining 


by Steve Bauman 


Monolith [www.lith.com] Fox 
Pentium III 450, 128MB RAM, 3D 
Mature 


Intense Face-hugging Action 
Interactive www.foxinteractive.com 
Accelerator M| IPLAYER 2-16 players; Internet, LAN 


If you’re afraid of things that go bump in the night, steer clear of the relentlessly 
intense Aliens Versus Predator 2, the sequel to a game that wasn’t exactly short on 
cheap thrills to begin with. Both games use pretty standard tricks to ratchet up the 
tension—dark areas, great sound design, lots of “gotcha” moments—but it proves 
undeniably effective. As with the original, the single-player game consists of three 
separate sets of levels starring the three main protagonists. Unlike the original, it 
cleverly interlocks the stories that work a little like the Half-Life add-ons (though 
each is longer than Blue Shift itself). They’re full of scripted sequences and cut 
scenes that add a sense of drama to the proceedings. 

Most people will likely start with the Marine saga. You’re traveling to a remove 


The Alien segments are brutally violent. 


planet named LV-1201, where scientists have discovered an alien hive and, as 
usual, bad stuff happens. You uncover what’s been going on (oh no, a plot twist!) 
while battling tons of aliens and various bad guys. The AI is decent enough, and 
the levels accomplish the one thing that made the original stand out—they fill 
you with a genuine sense of helplessness and fear, like you’re one step away 
from your gruesome death. Your pulse starts to pound, beads of sweat appear on 
your forehead... this is a game, right? It’s impressive stuff; so impressive, in fact, 
that you will wish that they’d ditch the whole “Versus” thing and 
just do a straight Marine game. 

It seems like there’s always a bit of carnage preceding you on 
the Marine levels, and that’s where the Predator comes into play. 
They’re apparently on the planet to do some recreational hunting. 
After the colonists capture one of your brethren, it’s up to you to 
get him back. The storylines overlap a bit, and you overhear con- 
versations that reference events that involve Marines and Aliens. 
The Predator now has a superior jumping skill, and if it’s some- 
what unfortunate the designers occasionally turn it into “Super 
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The Predator gets ready for a nice day of hunting. 


Predator Brothers,” it’s offset by the fun of stalking vari- 
ous Marines and Aliens and gleefully lopping their heads 
off and hearing that little Predator chuckle (folks, this is 
one cruel game). 

The Alien missions are brutally violent—think of them 
as “Portrait of the Alien as a Young Chestburster.” You 
start as a Facehugger looking for a host, then you get to 
experience alien Chestburster birth by eating through that 
poor sod’s chest cavity. Now you get to run around eating 
small bugs and animals (cats, mmm) until you molt into a 
full Alien Drone. Then it gets really fun, as you run 
around walking on walls, disemboweling and biting the 
heads off people, and engaging in general alien carnage. 
Simple visual cues make controlling the Alien a lot easier 
than it was in the previous game, but overall its levels are 
pretty dull, consisting of endless boring tunnels. It’s not a 
huge issue, as you're not really focusing on the looks of 
the environments. Instead, you’re looking for various 
nooks and crannies you can only reach by climbing the 
walls, which gives it a compelling gameplay dynamic. 

In addition to the detailed solo game, there are six mul- 
tiplayer game types and 12 maps; unfortunately, there’s 
no co-operative play. This is one game that would truly 
benefit from its inclusion, as there’s a lot of team-based 
combat from all three species. There is still a good mix of 
solo and team multiplayer games, and you can try out all 
of the various in-game characters, including the nasty 
Predalien hybrid. It’s somewhat prone to warping and lag- 
ging, and a patch was made available the day the game 
shipped to fix some bugs with the in-game browser. 

While the original has its (vocal) proponents, it fell 
somewhat short due in large part to its brutal difficulty 
(the “save game” patch alleviated a few of the issues). 
Aliens Versus Predator 2 is a superior game in every 
way—action, design, graphics and overall presentation— 
and is one of the best (and bloodiest) pure action games 
of the year. 


Terrific action, tons of cool things on each level, playing Alien and 
Predator make for a different game experience, good attempt at 
integrated story, great multiplayer games 


None of the races are as focused as they would be as their own 
game, some boring levels, somewhat lag prone in multiplayer 


< REVIEWS 


put your walls around it. Siege work is all about thinking 
ahead, and if you plan well you can avoid a lot of frantic 
clicking. If you place those ten archers on the gatehouse 
and set them to “aggressive,” they’ll open fire on any 
enemy units that come within range. Spearman can be 
placed to defend walls, and they’ll automatically push 
away scaling ladders and engage any enemies that make it 
through. You spend most of your time tweaking; tell an 
archer to light an arrow and ignite that pitch pit, order that 
engineer to dump his pot of boiling oil over the wall, send 
a group of mounted knights through the gates for a sortie. 

A 21-mission campaign lets you retake England in a 
series of mostly defensive scenarios—a rather odd con- 
trivance, but it does a great job teaching you the game by 
starting simple and introducing a new building or feature 
with each successive mission. Another five-mission cam- 
paign focuses exclusively on economic goals. If you don’t 
like economics, you can play a series of historical sieges 
(with pre-built castles and armies) as either the attacker or 
the besieged. You can play a standalone mission, or a 
multiplayer game, or a free build game (no goals—just fid- 
dle to your heart’s content). 


Stronghold is a wonderfully visual experience. 


Stronghold 


Have fun storming the castle 


by Benjamin £. Sones 


GENRE Castle Building Strategy DEVELOPER FireFly Studios [www.fireflyworlds.com] 
PUBLISHER Take Two Interactive [www.take2games.com] REQUIREMENTS Pentium 300, 
64MB RAM MULTIPLAYER 2-8 Players; Internet, LAN ESRB Teen 


Dorling Kindersley publishes an excellent array of books on castles. Eyewitness: 
Castle, The Castle at War, and Castle: Stephen Biesty’s Cross-Sections all come high- 


ly recommended. Kid’s books? Nonsense. Crack one open and take a look at the “Archers... ignite arrows!” 

men and women in medieval garb, feasts and heraldry, cutaway paintings of build- 

ings and fortifications bustling with servants and armsmen, barbicans and mottes Even with this vast array of options, however, you’ll 

and baileys, oh my. Go ahead—claim that you aren’t entranced. eventually start to realize that the game is like the 
Stronghold plays like a Dorling Kindersley castle book reads. In this case, you get Kindersley books in yet another way—it offers plenty of 

to be architect for your own castle, as well as design the infrastructure required to visual whimsy, but not a lot of depth. Once you learn the 

support its day-to-day operation. Enemies attack. You defend. Colorful pennants basic strategies, they work in almost every mission. This 

snap in the breeze. is the point where the game’s assorted idiosyncrasies start 
It’s almost more fun to watch than it is to play. You start by building a basic vil- to wear thin and you curse when a line of enemy troops 

lage, then put your villagers to work by placing down buildings. Suddenly you makes a beeline for an invisible gap between your wall 

have a little medieval ant farm bristling with woodcutters and stonemasons and and a cliff, or when you have to wait for a roaming chick- 

dairy farmers and pole-turners (they make spears). Like the Kindersley books, en to move out of the way so you can place your towering 

Stronghold is a wonderfully visual experience. Farmers harvest wheat and bring it cathedral, or when a fortification unexpectedly collapses 

to your stockpile, where you can see it sitting in neat bundles (it’s right there, next because you built it too close to the unmarked “no build” 

to that pile of quarried stone). You can click on the stockpile to get a numerical list zone that surrounds enemy entry points onto the map. 

of quantities for all the resources you have, but you'll never need to. When the mill You can blaze through a Kindersley book in a few 

is working, you get a cutaway view so that you can see the action inside. Then it’s hours, and then put it on the shelf. Stronghold will keep 

back to the stockpile to view the resources as bags of flour, then off to the bakery you entertained a bit longer than that, but set aside a 

for more cutaway voyeurism as your bakers make bread. Meanwhile, brewers are © space on the shelf, just the same. 


making beer for the rowdy crowd at the inn, and a blacksmith is making swords 
(tink, tink, tink). 

You may know the designers at FireFly for their work on the es . . . . 
Impressions city building games (Caesar, et al). But where the city UPSIDE Incredible visual detail, lots of ways to play, it’s about castles 


building games were mostly economic sims with some combat Poe a a . 
tossed in for flavor, Stronghold is mostly a combat game with an DOWNSIDE Not a terribly deep game, a few annoying idiosyncrasies 
economy tossed in for flavor. The meat of the game is less about eee =a 


what you build and more about where you build it, and how you RATING KKKy 
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Yuris Revenge 


Paper, rock, scissors, Psi Wave 
by Tom Chick 


GENRE Real-time Strategy DEVELOPER 
Westwood [www.westwood.com] PUBLISHER 
Electronic Arts [www.ea.com] REQUIREMENTS 
Pentium Il 266, 644MB RAM MULTIPLAYER 2-8 
Players; Internet, LAN ESRB Teen 


Red Alert 2 has come a long way since it was 
released. With successive patches, Westwood 
has tidied up some interface problems, fixed 
the Al, honed the balance, and added variety 
with new maps and a scenario editor. Now 
the Yuri’s Revenge expansion pack infuses it 
with some clever innovations and insidious 
twists. One year and $30 later, Red Alert 2 
represents Westwood at the height of its craft. 

Yurt’s Revenge doesn’t just tack on another 
“side.” It throws in a bunch of new units and 
structures, shuffles the whole arsenal so 
everyone gets a fresh set of toys, and then 
splits the game into three sides instead of 
two. The third side—a mind-control army— 
plays by alternate rules that make this feel 
like a different game. Flying saucers suck 
money from helpless refineries. Slaves fan out 
into ore fields and dig them up with shovels. 
Psychic attacks and chaos gas turn friendly 
units against each other. Bio-warriors with 
sniper rifles pop their targets like toxic gas 
squibs. Tractor beams yank tanks around and 
genetic mutants smash them up. Westwood’s 
imagination is in fine form. 

Is it balanced? Who knows. It seems the 
Soviets got the short end of the stick with 
their lousy Siege Choppers and a hero named 
Boris who plays like Tanya’s little brother. It 
certainly won’t seem balanced when a Yuri 
Prime drifts into your base, mind controls 
your buildings, and sells them before you can 
say, “why didn’t my dogs do anything?” 
Maybe the next time you play, you’ll have an 
army of mindless robot tanks waiting to tar- 
get your enemy’s Yuri, something made easy 


CGM | JANUARY 2002 


by all the little mind control lines leading 
back to him. At which point your opponent 
might shut down all your robot tanks by 
freezing your power plants with a flying 
saucer. So much for that whole unit balance 
thing. Yuri’s navy seems awfully weak until 
you see how quickly a Boomer sub’s missiles 
can destroy a base. At which point Yuri’s 
navy seems awfully powerful until you real- 
ize how quickly even a token air defense can 
shoot down those slow missiles. So much for 
that whole unit balance thing. 

Red Alert 2 isn’t so much about balance as 
it’s about a long succession of trumps, a tan- 
gled web of checks and balances. Most games 
simply even the playing field by giving every- 
one the same toys, as if they were spoiled 
children. “Wahbh, he has more powerful air 
units!” Give the little brat his own super 
stealth bomber. “Wahh, he gets infantry 
faster than me!” Okay, here, shut up and 
have a structure that speeds your side’s 
infantry construction. The result is a sort of 
bland homogeneity, the hegemony of fair- 
ness. But with Yuri’s Revenge, Westwood just 
keeps shifting the rules, letting the gameplay 
run away in an avalanche of exceptions. 

The flip side of all these “you sank my bat- 
tleship” moments is that Westwood tends to 
ask, nay demand, a certain amount of player 
interaction. To 
really wring the 
most out of the 
gameplay, your 
attention has to 
leap frog and 
jump cut, zap- 


_ UPSIDE 


| DOWNSIDE 


RATING 


ping from place to place like a Chrono trooper 
hyped up on caffeine. Let’s just go ahead and 
use the M-word: micromanagement. For exam- 
ple, Yuri’s Revenge adds a new unit called the 
Master Mind. Drive this psychic-brain-in-a-tank 
up to an opponent’s army, and it will automati- 
cally start taking over his units so they fight for 
you. For every unit after the third, the Master 
Mind takes continuous damage until it blows 
up, releasing the controlled units. But there’s 
no way to tell it to stop at three units. It’s like a 
glutton that doesn’t know when to stop. So 
every extra unit after the third has to be manu- 
ally targeted for destruction if you want to keep 
this brain-tank safe from itself. 

Westwood’s real time strategy games have 
always rewarded players who know these little 
tricks, and Yuri’s Revenge just adds a hundred 
and one delicate new things for you to figure 
out. It’s certainly not intuitive and it’s not 
always streamlined, but there’s a unique sense 
of satisfaction when you’ve won not by out- 
harvesting the other guy (which still happens 
far too often), but by throwing a rock when he 
threw scissors. If you prefer bland balance to 
Westwood’s sometimes-unwieldy whimsy, 
Yurl’s Revenge won't do anything new to win 
you over. If you’re a fan of the type of gaming 
Westwood has pioneered and nearly perfected, 
Yurt’s Revenge is about as good as it gets. 


Westwood doing that thing they do and doing it really well 


You may not like that thing Westwood does 


KKK * 


A whole lot of belly scraping going on. 


Commandos part deux: Band of rascals 
by Andrew S. Bub 


Strategy Eidos [www.eidos.com] Pyro [www.pyro.com] 
Pentium II 300 or equivalent, 64§!MB RAM, 3D Accelerator None Teen 


The original Commandos paid homage to the rougher and tougher members of the Greatest 
Generation—the Dirty Dozen-style scamps and scoundrels. Well, the scamps are back for anoth- 
er stab at Axis evil with Commandos 2. With a cadre of talented misfits, you tackle vast mis- 
sions and complete multiple objectives, using their talents wisely, and then very likely repeat 
the whole thing over and over again until you get it right. Like the first game, the difficulty is 
daunting, the missions feel like intricate puzzles, and the frustration factor is high. Still, noth- 
ing compares to the moment when you finally get it right. You’ll rant, you’ll rave, you'll gnash 
your teeth, you’ll place curses and hurl epithets at the game designers and their kin, but you'll 
finally win and tackle the next mission with enthusiasm. 

As before, you have a handful of intrepid and colorful Allied troops at your disposal, and 
capitalizing on their strengths is the key. You have a spy (he is also a master of disguise), a 
demolitions expert, a mechanic, a sniper, a femme fatale, a sapper (for stealthy head conking), 
a fleet-footed thief, a bull terrier who can make a barking ruckus to distract guards, twin Green 
Beret weaponry experts, and an all purpose marine. You can’t choose which of these comman- 
dos you bring on each mission, but they are all more versatile this time around. In the first 
game, for example, only the spy and Green Beret could move bodies and only the mechanic 
could drive vehicles; this time every character can perform these actions. 

Allowing each character to perform logical actions makes the missions feel less puzzle-like. 
Before, you had to keep your mechanic alive, if driving or commandeering a vehicle was part 
of the goals. Now you can lose him and still win. Each character still has special skills, howev- 
er. The marine is useful in water missions; he can stay under the surface 
indefinitely. He can also throw his knife for a quick kill. The demolition 
guy is necessary for destruction missions. The femme fatale can move into 
plain view and tempt guards into moving away from their posts or altering 
their patrols (they can then be knocked out or killed). Both the femme 
fatale and the disguised spy are also invaluable for engaging guards in 
simple conversation while the rest of the team slips past them. All of your 
troops can use wine or cigarettes to bribe enemies. 


At the start of each mission you get to see 
the entire mission zone. You will want to use 
the manual to read up on your troops skills, 
because knowing exactly what they can do 
leads to success. The manual lives up to this 
task admirably, even if the “training mis- 
sions” do not. The game does little to demon- 
strate the often-complicated strategies 
required to win, an oversight which may 
prove a bit daunting for new players. 

Although the game can still be frustrating- 
ly challenging at times, the design team has 
alleviated some of the first game’s difficulty. 
Now when an enemy spots you from afar, 
you generally have time to hide before they 
fire. If one of your men goes down in com- 
bat, you can revive him with a medical kit. 
Your commandos can also perform more 
tasks without your guidance. 

While the graphics are attractive, the char- 
acter models are a bit small, making it diffi- 
cult to see who’s who. You can rotate the 
map, the animations are fluid, and explosions 
and firefights look good. The mission design 
is remarkably good, and pays cheeky homage 
to cinematic situations such as saving a lost 
private, busting out of a POW camp, and 
infiltrating a submarine locked in ice. The 
learning curve is high, but the game is well 
paced and victory is exhilarating. If you don’t 
mind a little “try, try again” in your game, 
then Commandos 2 is the game for you. 


Assault on the stick village. >>> In a pitched 
tunnel battle the sniper gets his man. 


Several excellent and large missions, a colorful cast of 
characters, attractive graphics 


No tutorial to speak of; small icons 
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bonuses for things like being part of the first 
transcontinental line. Money isn’t the bottom 
line (you can even go bankrupt and still win 
the game) and it isn’t your only weapon. 
Influence cards, which are like a whole sub- 


game, are another clever twist. Players gather 
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activity like strikes, sabotage, and stock raids. 
They work like cards in Magic: the Gathering. 


Ra Is Ac ross Am e rl Ca They are your mana, your attacking armies, 


and your blockers. But instead of goblins and 


Railroads and robber barons in real time Serra Angels, they are labor unions, newspaper 
reporters, slush funds, and the FBI. 

by Tom Chick With the insidious forms of competition 
between companies, there’s no lack of interac- 

GENRE Strategy DEVELOPER Flying Lab Software [www.flyinglab.com] PUBLISHER Strategy First tion and tension in multiplayer games. Rails 

[www.strategyfirst.com] REQUIREMENTS Pentium 200, 64MB RAM MULTIPLAYER 2-8 players; Internet, Across America is an ideal alternative to the 

LAN ESRB Everyone same old multiplayer first person shooters and 


real time strategy games. It’s one thing to frag 
another player or blow up his army; here you 


Rails Across America has a sleek interface and plays at a snappy pace. It has can implicate him in a scandal, sabotage his 

truly original game mechanics, sharp artwork, an exciting multiplayer dynam- busiest line, or shut him out of an important 

ic, an addictive quality, and enough flexibility to keep you coming back for city. There’s a sense of jostling against each 

more. But because it doesn’t fit neatly into any established category, it’s proba- other—directly and indirectly—that recalls the 

Semin bly destined to be an underrated classic. classic M.U.L.E. The similarity is particularly 
G First-time developer Flying Lab has approached the subject matter of trains vivid during auctions, when players bid 
EDITOR'S froma strategic level. This means Rails Across America doesn’t offer that “all against each other to buy rail lines. 
CHOICE aboard!” boyish thrill that you get from Railroad Tycoon or Microsoft Train Like The Corporate Machine and Europa 
Simulator. This isn’t a hands-on game about running trains. It is instead a hands-on game Universalis, Rails Across America defies easy 
about running a railroad company. It sits at a higher, more abstract level than games about categorization. These are strategy games that 
cars, consists, and engine maintenance. If you know Avalon Hill’s 1830 or SimTex’s superlative run in real time. They are deep and complex, 
computer port, then Rails Across America offers a familiar perspective. The gameplay is some- yet accessible and streamlined. They’re about 
thing completely different, however. building as well as competing. And, sadly, 
The game board is a map of North America dotted with cities. Each of these cities is full of they all seem bound to be underappreciated 

cargo, champing at the bit to get somewhere else. New York might be brimming with stuff that and overlooked. Of these games, Rails Across 
wants to get to Boston, Richmond, or Milwaukee. Perhaps stuff in Reno wants to go to Chicago, America has more polish, more personality, 
Los Angeles, or Lubbock. You build tracks between these cities and the goods essentially flow on and more accessible subject matter. When 
their own, like blood through arteries. Consider the map an elaborate network of stoppered com- strategy gaming breaks out of the established 
merce; your job is to lay in a circulatory system. The trains themselves are incidental. Rails Across real-time or turn-based conventions, this is a 
America is about the connections and the flow. best-case example of what you get. 


The pace stays engaging because the game runs in adjustable real time and 
there’s almost always a choice of things to do. Scout for profitable routes? 
Upgrade tracks? See how your opponents are doing? Adjust traffic? But the 
game manages the nearly miraculous feat of feeling intimate even in the late 
game when you’re in charge of hundreds of trains, dozens of tracks, and mil- DOWNSIDE Easily one of the year's most unique strategy games 
lions of dollars. Because the game is so clearly built for this level of play, it 
doesn’t bog down in micromanagement as you expand. You’re running a uni- * * * * * 


UPSIDE Easily one of the year’s best strategy games 
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Are you Elite? 
by David J. Long 


Massively Multiplayer Role-Playing Space- 
sim NetDevil [www.netdevil.com] 
3D0 [www.3do.com] 
Pentium 200, 64MB RAM, 16MB 
3D Accelerator, Internet connection 
Online only Everyone 


Jumpgate is the realization of a dream 
shared by Elite fans everywhere. With noth- 
ing but a puny transport, you were charged 
with becoming a fearsome pirate of the space 
lanes or just a humble trader making mil- 
lions. How you accomplished your goal was 
entirely up to you. The only thing missing 
were other humans. “What if every one of 
those ships were piloted by real people,” you 
wondered? That’s what Jumpgate delivers. 

It isn’t perfect. Both the graphics and audio 
are good, but not great. In fact, even the trad- 
ing itself can become somewhat monotonous 
inside the first few hours. But as you talk to 
the denizens of this fantastic world, you start 
to realize just how important the human factor 
is to the game. When you're in a jam, you'll 
be able to get some help from a real person. If 
you find yourself in a solid financial and tech- 
nological position, you might decide that you 
want to take on all comers in fierce combat. 
Possibilities that seem limited end up expand- 
ing exponentially thanks to unpredictable 
human element and an open-ended design. 


Mining takes awhile. >>> The title object 
dead ahead. 
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You pick one of three factions when you start the game, and are stuck with it (short of start- 
ing over). In a world of shifting alliances, it’s a good decision—switching could be exploited. 
You can use any hardware on your craft built by any faction, but you can’t fly other factions’ 
ships. Piloting the ship is simple once you adjust to the near-zero gravity physics of the simula- 
tion. Dogfights are quite enjoyable, and pilot skill is usually the deciding factor. 

In addition to buying, transporting, and selling goods using a powerful supply and demand 
economy, you can also engage in patrols, mine, scout, and take on Faction missions; these huge 
undertakings sometimes require large-scale player cooperation. Some activities are better than oth- 
ers—transport runs can be dull unless you’re jumped by other craft, and mining is a bit tedious. 

An invaluable simulator is always available to test any ship, weapon, or system, and helps 
you determine how to outfit your craft. You learn to dock, navigate asteroids, mine, or even 
take on friends in open space, all with no effects on your in-game persona. Players that don’t 
want to participate in player vs. player combat are protected by insurance, and everyone co- 
exists in the same game world. Choose to be Honor Guard and you’re a marked man. Keep the 
Civilian default and you’ll have the welcome benefit of ship and equipment replacement upon 
death. Ominous flare-ups between players, squads and factions occur all the time. 

If you want a fight, but not with other players, you can have that too. According to game 
lore, the jumpgates themselves are a technology that has only recently been rediscovered. With 
this rediscovery came an alien race called the Conflux. There is always a threat of Squids or 
other flux craft attacking you. Game activity and story are updated regularly on the game’s offi- 
cial web site, jumpgate.3do.com: This site is as much a part of playing the game as the game 
itself. You can see how you or your friends are progressing, what medals they’ve earned and 


even whether or not they are currently playing. 


Jumpgate is a huge exception to the unofficial rule for online-only games. It is stable, solid, 
and virtually lag free even over a dial-up connection. How much you enjoy the game depends 
heavily on how much you enjoy interacting with other players—if you like to fly solo, then 
you'll probably lose interest after the first few hours. For social players, it’s a slick design fea- 
turing no noticeable large-scale exploits and a devoted community that is building the game 


world’s history, one cargo run at a time. 


Sci-fi world that stands on its own with lots of great player dynamics, excellent space 


flight modeling and believable economics 


The first few hours are slow going, even more game-provided tasks and goals would 


be welcome 
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Lions, and tigers, and bears, oh yes! 


by Jason Cross 


E Animal apie PER Blue Fang Games 


[v sheila th , R Microsoft [www. microsoft, Leona] 
HWRE $ Pentium 233, 64MB RAM : 
RB pees 


When you first load Zoo Tycoon, you’re 
thrust right past the opening menu and 
directly into the game, where a very 
basic tutorial teaches you how to rotate 
and zoom the play area, place animals 

C = 2) § and objects, and manipulate the game in 
EDITOR'S general. After the first couple of min- 
CHOICE utes, you can drop out to the menu and 


Some scenarios, like this cramped inner city zoo, are quite 
interesting. >>> Build a zoo with happy animals and the peo- 
ple will come in throngs. 


skip the tutorials if you like, but spending the short time 
required to finish them makes the manual virtually unnec- 
essary. Thrusting you into this tutorial without first pre- 
senting you with any menu options is a great way to 
emphasize the game’s ease-of-play. 

At its heart, Zoo Tycoon follows the basic formula of 
other Tycoon games and classics such as SimCity. You 
manipulate an environment in order to make its inhabi- 
tants happy by providing for their wants and needs, while 
at the same time trying to turn a buck. In this case, your 
environment is a zoo, and you're trying to please both the 
captive creatures and their visitors. In an absolutely bril- 
liant stroke of game balance, zoo guests are most influ- 
enced by how happy the animals appear to be. It is far 
more fun to look after the animals than the visitors, and 
Zoo Tycoon lets you spend nearly all your time doing so 
without penalizing your guest happiness rating. Sure, you 
have to plop down one or two food and drink shops and 
some maintenance workers, but details like landscaping 
and meticulous grooming of the grounds are almost 
entirely optional. 

The animals are fun to please primarily because they’re 
fun to watch. The Zoo Tycoon menagerie is quite exten- 
sive, from anteaters to zebras and everything in between, 
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and they’re all meticulously animated. You can watch chimps do handstands on the 
monkey bars or scamper up trees or marvel at how the tigers roll around on their 
backs for a little rub in the grass before going for a swim. Sound is quite detailed as 
well, down to the satisfying mew of a baby lion and the hushed “wow!” of the mob 
it will inevitably attract. Making suitable exhibits for your animals to live in can be 
challenging, but not because it’s difficult to manipulate the game. In fact, adjusting 
terrain and placing objects is simple, and the “undo last move” button makes it 
more forgiving that most games in the genre. Animals are picky, though, and 
demand very exacting terrain, foliage, housing, and population limits for their habi- 
tats. Guesswork is kept to a minimum since anything you do inside an exhibit will 
cause happy or sad faces to float up from the animals within, and a quick click on 
the zookeeper suggestion icon will let you know exactly what you should adjust. 

If it were just for the solid, well balanced zoo building gameplay and entertain- 
ing visuals and audio, Zoo Tycoon would simply be a good game. But developer 
Blue Fang has filled it with so many nice touches and extras that it should serve 
as the title by which we judge features in future games of the genre. There are no 
more interface elements than you actually need, and the game never presents you 
with too much information, yet anything you need to know is in a logical place 
and rarely more than one or two clicks away. An auto-update feature that lets 
you download new objects, scenarios, and patches is built right into the main 


menu, and it’s so simple and convenient that we think it should be included in 
all games, regardless of genre. Don’t like to play scenarios and just want to mess 
around? Try one of the 28 freeform building maps of various sizes and styles. You 
can even freely adjust your starting money to make them as easy or difficult as 
you please. 

Zoo Tycoon is more than just an attractive and enjoyable environment-building 
sim. It’s a benchmark for finely tuned balance, interface, and polish. It has nearly all 
the little features we cry out for in these types of games but never overwhelms or 
frustrates. Fans of environmental sims and animal lovers alike should get this game. 


Built-in updater, lots of freeform maps, great interface, nice visuals 
and sounds 


No game speed control, no in-game music 
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The navigation map with the embedded 3D dis- 
play in upper right. >>> Espying a cargo ship at 


night using the Seawolf periscope’s low light mode. 


All ahead full... 


by Nick McElveen 


Simulation 
[www.sonalysts.com] 
[Www.ea.com] 
64MB RAM 


LAN Everyone 


Sonalysts 
Electronic Arts 
Pentium 233, 
2-8 Players; Internet, 


Sonalysts’ 688(I) Hunter Killer sub simulator 
was the odd man out in the Jane’s lineup of its 
day. The other games were fast-paced aircraft 
simulators sporting state-of-the-art graphics, 
while 688(I) was slow and deliberate, with a 
glamour-less interface and little in the way of 
real fireworks. Its one graphical compromise, a 
3D window, was unrealistic and added little to 
gameplay. Four years later, that game has 
been reborn as Sub Command. Shorn of the 
Jane’s endorsement, Sub Command adds two 
more playable attack subs—the Seawolf and 
the Russian Akula—as well as a more exten- 
sive campaign, a slightly more polished inter- 
face, and a voice command mode. Like its pre- 
decessor, it succeeds brilliantly as a simula- 
tor—it makes you feel as if you are really com- 
ing to grips with the principles and tactical 
challenges of modern submarine wartare. As 
was the case with its predecessor, that doesn’t 
necessarily mean that you will feel like you 
are playing a game or having fun. 

While 688(I) tried to build a campaign 
with law enforcement and peacekeeping mis- 
sions, Sub Command turns to the conflict for 
which the subs were built—the US vs. Russia. 
Its US (688 or Seawolf) and Russian (Akula) 
campaigns mirror each other, beginning in 
peace time with covert operations and work- 
ing up to direct hostilities. Over the course of 
the fourteen mission campaigns you'll con- 
duct anti-surface and anti-submarine ops, 
missile strikes, and under-ice ops, as well as 
deploy Special Forces and lay mines. Mission 
difficulty varies widely; some are nearly 
impossible to complete, and others are some- 
what routine. The campaigns are by no 
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means dynamic, but they do contain an ele- 
ment of randomness, and failure to complete 
all of your objectives in a given mission can 
make subsequent missions more difficult. 

You command your sub from eight sta- 
tions: helm, sonar, radar, radio/ESM, target 
motion analysis (TMA), fire control, 
periscope, and the navigation map. The 688, 
the Seawolf, and the Akula each have their 
own distinctive interfaces. You can leave 
operation of the sonar, radar, TMA, and 
weapons stations to assistants, which vary in 
quality and dispensability, and the improved 
command abilities available from the naviga- 
tion station mean that you can play the entire 
game from there. Even after you’ve mastered 
other aspects of the game, you'll probably 
find yourself leaving TMA—the difficult task 
of determining target position and course 
from limited contact information—to an assis- 
tant. If you use the mediocre fire control and 
sonar assistants, on the other hand, they’ll 
often need your help, and most of your time 
playing Sub Command will be spent at the 
sonar station studying the graphical displays, 
switching between the arrays of your sonar 
suite, and looking for new contacts. 

Sub Command missions can take hours to 
complete in real time, giving you plenty of 
time to master the game’s challenging con- 
cepts, such as TMA and sorting sonar tracks. 
The initial learning curve is steep, which 
makes it all the more disappointing that 
Electronic Arts 
did not feel com- 
pelled to include 
a printed copy of 
the essential 208- 
page manual. 
688(I) came with 
a thick comb- 


TIME 
KEEL 00248 ft SPEED | o5kts | 22°05 | um 
bound manual that contained an excellent 
tutorial. Sub Command comes with a quick- 
start guide, a manual on CD, and training 
missions that are buggy and inadequate—a 
definite step backwards. 

The voice command feature is a particular- 
ly enjoyable improvement, allowing you to 
replace some of the mundane mouse-work 
with complex voice commands. The immedi- 
ate verbal acknowledgement you get from 
your crewmen really makes you feel like 
you’re standing on the control deck of your 
submarine. This feature relies on the 
Microsoft Speech 5 engine, and as with most 
voice recognition, the recognition rate is far 
from perfect. Don’t rely on it for orders that 
are time sensitive, especially if you have time 
compression engaged. 

Most games these days sell themseives 
with some combination of instant action and 
instant gratification. Sub Command offers nei- 
ther. Success requires that you move at low 
speeds, avoid precipitous action at all costs, 
and stalk your enemies over the course of 
hours. It’s an underwater chess match that 
builds up to maybe only one chance to shoot. 
Some missions don’t even allow you that. If 
that doesn’t sound like fun to you, it probably 
won't be. But being on a real submarine isn’t 
for most people either. As simulations go, Sub 
Command is polished and thoroughly engag- 
ing, and the real audience for this game—you 
know who you are—won’t be disappointed. 


Strangely, starting at sonar waterfalls for hours is still addictive 


Here’s my $40, where’s my manual? 
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Right-click to move selected unit to this location. 
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“Thoughtfully-constructing-laser-turrets” was my nickname in high school. 


Presenting StarCraft, extra-lite edition 
by Kelly Wand 


Real-time Strategy Fever Pitch Studios [www.feverpitchstudios.com] Ubi 


Soft [www.ubisoft.com] Pentium II 350, 64MB RAM 
2-8 Players, LAN Teen 


2-4 Players, Internet; 


The colon in the title is a subtle clue—a new game that feels it needs to distinguish itself from 


anything else related to the term “conquest” obviously has emulation in mind. Conquest: Frontier 


Wars closely resembles last year’s Star Trek: Armada (hello again, colon), although its pedigree 
also includes StarCraft, Homeworld, and virtually every other real-time strategy offering to date. 
Considering the dearth of recent, decent titles in this arena, maybe that’s not such a bad thing. 

Conquest is like a hero-worshipping kid brother. The last thing it wants is to rock the boat, 
and its intentions are so pure that it’s hard to stay angry at it. Unlike Homeworld, which wear- 
ingly captured the volume and vastness of space, here the infinite reaches are conveyed as a 
round flat plane overlaid with clouds of milky debris and the occasional planetary sphere. Each 
system is surprisingly compact; the illusion of depth comes from the shimmery blue wormholes 
that lead to other systems. Guarding these portals with massive fleets and building jump gates 
around them to consolidate your position comprises the bulk of Conquest’s gameplay. 

As in StarCraft, you play one of three races—the traditional Terrans, insectile Mantis, or 
crystalline Celareons—but in this case the differences are purely superficial. Each race burns 
swiftly through three harvestable resources: ore, gas, and crew. They do this by constructing 
orbiting refinery platforms around the planets, moons, and gas giants that festoon the systems. 
Ore can also be extracted from ugly sprite-based asteroids and gas from color-coded nebula 


clusters. In addition to the refineries, your construction, upgrade 
and repair platforms gradually link up in a ring around each of 
your planets and moons, and then it’s through the wormhole to 
search for more worlds to suck dry before your opponents do. 
Maintaining supply lines is a crucial element. Your ships don’t 
come outfitted with unlimited ammo; supply ships are required to 
hover within range and restock all fleets within their vicinity until 
they, too, are depleted and must return to one of your supply plat- 
forms for more. Along with the sheer number of systems that you 
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need to manage (some maps have up to twen- 
ty), this adds a level of micromanagement to 
the proceedings that is either realistic or 
annoying, depending on your tastes. It certain- 
ly leads to some anticlimactic engagements 
when one or both sides run out of ammo and 
have to scurry back en masse to the nearest 
orbiting 7-Eleven. Repairing ships is also a bit 
of a hassle under the guise of realism. There 
are no repair vessels, per se. Battered hulks 
must return to dock one by one with a func- 
tioning repair platform, although the visible 
flames of their sustained battle damage are a 
nice touch. You can zoom in and out quite 
far, and the detail levels on the individual 
ships are so impressive, but it’s hard to 
believe the designers were satisfied with the 
Colorforms texture of the asteroids. 

What keeps Conquest from greatness is 
how little stock it puts in finesse. No forma- 
tions here. Although each race comes with its 
Own special weaponry, tech tree, and a selec- 
tion of “admirals” that you can appoint to 
provide sublime advantages ranging from 
fighter and shield upgrades to superior target- 
ing ability, whoever can first raise the great- 
est number of gargantuan ships will invari- 
ably prevail. Jumping between systems 
seems novel at first, but soon begins to feel 
like an interstellar game of tic-tac-toe. 
There’s something frustrating about not 
being able to see your entire empire all at 
once, and though the emphasis on supply is 
certainly a novel twist and multiplayer 
admittedly has its moments, you never feel 
immersed in the environment. There is little 
sense of time, place, or alien-ness. It’s a 
homogenized cosmos where “Earth type” 
planets, their moons, and gas giants are all 
the exact same size, where there don’t seem 
to be any visible suns, and where swamp 
planets inexplicably provide the greatest 
number of crew irrespective of your species. 
How could you ever run out of room erecting 
structures around a gas giant’s circumfer- 
ence? The game’s sense of scale is better suit- 
ed to microorganisms duking it out over a 
glass slide. 

Though style points are well deserved for 
the option in the online lobby to check 
Antarctica for multiplayer sessions, little else 
about Conquest: Frontier Wars aims for the 
fence. It’s a respectable johnny-come-lately, 
rough edges tempered by its newness and 
straight-arrow Leave It To Beaver charm. It’s 
beach reading, basically. 


Tried-and-true formula still basically holds up, decent visuals, 
supply lines and wormholes add spice to the stew 


Tactically monotonous, solo game is a snooze, too many spices 
spoil the broth, undeniably a retread of grander flagships gone by 


Lovd Takeda, 


ln this year of 1542 Cyril War has 
evupted tn Japan. Feudalism has 
avvived, turning nefohbovring claus into 
bitter rivals. Now you must exter the 
fray, wy Lord, and command your 
avunes with careful strategy. Through 
bravery, honov, and wight you may 
sounday ve—unite Japay, and bring 
peace to our people. 


“4 


Tat 


ise cach unit wisely, my Lord. — 


The swordsman fs the brunt of your a | Ad Lecd deine ererrnnes of 4 Fl ir 
forces, lethal tn close covbat to all ee He led. ae o_o 


but the calvary. ee 
: debs, Lange Lees, 


Swearmen ave the farwers, the tradesven, 


~ thé Vey eaeeece of Your joople. Tht a ea 
defensie skills ave strong like their heart. > Depew emin Aeee es 
: | wisely, ee einernny 


A \ The archer ts like the bee, his sting fs 
/ stvong, lat he cannot withstand the 
| fist. hoith proper defense he js deadly. 


The vifle is vew to this land, and rare. 
lf you can aquive this technology, the 
strongest of savmuval can be cut down. 


Be sro ceoscles, sce-le 
PRO RAK OI OW ervorge 


aA r “ wf % Calvary are your bravest of sayuvral Pee Lc ao in fone 
ta 4, wourted on beasts of wan If used 1 ‘ 
(iene \.. wisely they can overcome any force. hl Aiemontce Homerkesc 
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Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 
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| ) of the difference between a Mimamori and Hachi-wari and 
| having to repeatedly click on them to distinguish them 
from each other, not to mention from things like a 
Hamafuda, a Go-shinpo, or a Shishi-guchi. Imagine that 


Diablo minus the good parts, plus some Japanese stuff 


by Tom Chick none of this is in the manual. 

| Imagine interminably dithering with your inventory, like 
| Action/Role-playing Click Entertainment [www.clickent.com] you do in Diablo, but with seven different characters. 

Sierra [www.sierra.com] Pentium 266, 32MB RAM Imagine all these characters have equipment that needs to 

| 2-8 Players; Internet, LAN Mature be repaired, one click at a time. Imagine going back to the 

| 


old days of computer role-playing games when you had to 
pass the gold around because everyone had to pay for his 


Now you can experience, without spending a penny, the game that put Click own stuff when he bought it. “Okay, who has the gold? 
Entertainment at the top of the list of nominees for the “2001 Award for People Akagi, do you have it? Ootani? Whose turn was it to carry 
Most Unclear on the Concept of What Makes Diablo Tick.” the gold? Musashi?” 
| Imagine a pod people version of Diablo—Invasion of the Game Snatchers, if you Imagine having to wait for repairs. Imagine watching a 
'will—that looks and sounds like Diablo, but it’s really just a soulless doppelganger. slider bar count down 45 seconds while the blacksmith 
Imagine an exact copy in Japanese clothes, but reverse-engineered to carefully sticks a gem in something called a Tachi. Imagine how this 
remove its good qualities. Imagine, if you will, Diablo with a fun-ectomy and an duplicates the dynamic of waiting for your clothes to dry at 
ethnic infusion. the laundromat. Imagine healing by sitting around at the 
Imagine Diablo’s real-time action slapped over a party-based game. Imagine man- dojo, waiting for the sensei’s mojo to slowly fill your char- 
aging four characters with a convoluted interface in which formations are named acters’ health bars. Imagine waiting, waiting, waiting. 
after animals so they sound vaguely Asian. Imagine having to remember if Praying Imagine doing the save/reload dance with only a single 
Mantis is the one where the Archer and the Wizard are in the back or if that’s save game slot. Imagine fumbling around looking for 
Panda Bear. Imagine finally realizing that there’s really only one formation you exits—“have I been in this room before?”—because you’re 
want—melee characters up front and ranged attackers slightly behind them—and not sure where you’re supposed to go and you’ve been 
being done with having to distinguish Monkey from Frog. given a vague quest and the useless mini-map can’t be 
Imagine Diablo without the focus on developing one character and therefore zoomed or scrolled. (“I’m pretty sure I’ve already been in 
without any sense of attachment or personal achievement. Imagine having seven this room.”) 
characters, but only being able to use four at any given time, and only being able to Imagine a murky graphics engine that blurs as it 
control one of those four. Imagine Diablo meets Sophie’s Choice. Imagine the horror moves, is way too dark and missing a gamma setting, and 
of realizing the six characters you’re not controlling are incapable of doing any- gets frequently swallowed up by flashy spell effects. 
thing other than attack and therefore their hard-earned spell points are wasted on Imagine not being able to see characters behind trees or 
‘anything but a basic offensive spell. Imagine realizing that there isn’t much variety walls. Imagine coupling this with a combat interface in 
in the spells, so it doesn’t really matter anyway. which the target gets knocked out from under the cursor. 
| Or imagine constantly swapping characters, which in a game like Diablo isn’t Imagine clicking on the wrong thing a lot (“is that me?”) 
terribly unlike wearing someone else’s underwear or using someone else’s tooth- and then realizing that the characters that you’re not con- 
brush. Imagine not being able to choose your class. Imagine how uneven the later trolling seem to be doing just fine, so, umm, do you really 
game is because half of your characters were out gaining levels while the other half need to be here because your Amazon in Diablo II is about 
were back at the dojo stumbling over all the equipment you left cluttering the floor to start Act Five and she just found a Stormstrike bow? 
‘because there’s no stash to keep it in. Imagine having to juggle who has room to “May I be excused?” 


carry extra potions and who gets the magic Mimamori. Imagine having no concept 


lt won't leave any marks 


It's a pretty long game 


] 


Snap, crackle, whatever. >>> Amuse yourself by providing your own clever catchphras- 
es, like “sayonara sucker!” 


! 
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similar units with a few exceptions: the ILA 
has suicide terrorists, and the Americans 
have SEAL teams that can swim and perform 
other special tasks. 

There is also a streamlined supply system. 
You simply build supply depots and never 
need to baby-sit them, since the delivery of 
supplies (items used to build units and struc- 
tures) happens automatically. Resource gath- 
ering in a game such as this would make no 
hee : BRR : sense at all and this system works very well. 
vane ao GOOF RR = | | ee 23 Unfortunately, Real War stumbles on the 

mec : nore ’ game branch that trips up most average real- 
time games—the artificial intelligence and 
path finding. Units get lost while issuing sim- 
ple move commands around an obstacle, 


Red [ Wa r enemy planes attempt to land while airstrips 


are under attack, and units sometimes simply 


| guess the battle raging on this airstrip was not reason enough for the enemy pilot to delay landing 
and parking his jet. >>> Destroying an enemy sea supply station. 


Forget the realism shtick it’s another basic sit idly by while being pummeled. Attacking 
. Al is also rudimentary; the computer 
real-time Strategy Palkie eschews tactics; instead it simply sends units 


in small lemming-like waves until its 
resources are depleted. 

Multiplayer supports two to four players 
GENRE Real-time Strategy DEVELOPER Rival Interactive (www. rivalinteractive.com] PUBLISHER Simon & via the usual connections as well as 
Schuster [www.simonandschuster.com] REQUIREMENTS Pentium 333, 64MB RAM MULTIPLAYER 2-4 GameSpy. Multiplayer games are decent, but 
Players; Internet, LAN, Modem ESRB Teen the lack of a map/mission editor and the 


omission of a computer AI opponent severely 
limits replay value. 


by William Abner 


Forget all the rhetoric you may have heard about how Real War is based on the training Real War is nothing like real war. It’s 
program used by the Joint Chiefs of Staff. It’s not a war game. Instead, it’s another run of the about as realistic as an episode of Hogan’s 
mill strategy game trying to squeeze into the most saturated market in the industry. Real Heroes. Add poor path finding and sub-par 
War’s lack of realism doesn’t just come in the form of smallish details that only grognard combat AI, and you have a sure fire recipe 
wargamers would notice. We’re talking about silly stuff like armor being obstructed by little for real-time strategy blandness. 


white fences, infantry not being able to enter loose formations of 
trees, and supply trucks taking three hits from a tank before 
exploding. Tank shells travel at such slow speeds that it’s possi- 
ble to dodge them while in mid air—it’s really strange. 

So it isn’t a war game, which isn’t necessarily a bad thing. The 
game stacks up a bit better as a standard real-time strategy game 
that happens to use modern day units. The most innovative aspect 
is the ability to coordinate your attacks via simple hotkey com- 
mands. You can issue simultaneous attacks, a feature that allows 
you to order your units to wait until all of them are in position 
before firing. Concentrated attack commands tell your units to con- 
centrate all fire on one unit at a time. Finally, queued attack com- 
mands allow you to attack units in a particular order—for example, 
you can issue a command to knock out an artillery unit and then 
begin work on the infantry. Using these advanced attack com- 
mands well is key to succeeding in the tougher campaign missions. ieee om ! 

Each of the two campaigns contains 12 missions—one for the a 
United States and one for the terrorist organization known as the | REAL. WAR 
ILA (Independent Liberation Army). These terrorists have an 
army just as powerful as the USA. A scary thought. Some mis- 
sions may take you a few minutes to complete while others can 
take a couple of hours. Thankfully, you can save mid-mission if 
you need to take a break. Mission design is both hit and miss. 
Some of the scenarios are entertaining, but it’s highly annoying to 
have to scour an entire map to find the last remnant of the enemy _ jg 
before real victory occurs. UPSIDE 

There are many units in the game, each filling a specific role. 
The game plays like any other real-time game in that every unit is 
countered by another unit, and there are only a few in the game | DOWNSIDE 
that are ultra powerful. Each scenario also puts a cap on how many : 
units of a certain type you may recruit. So “tank rushing” is a bit 
more difficult here than in other real-time games. Each faction has RATING * * 


Nice 2D graphics, wide array of units, can save mid-mission, 
advanced attack commands and supply rules are well done. 


Really bad attacking Al and path finding, despite claims other- 
wise, it’s not even semi-realisti, mediocre multiplayer. 
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Adventure game designers, take note 
by Brett Todd 


Action/Adventure Core Design [www.core-design.com] PUB 
Eidos Interactive [www.eidos.com] Pentium || 233, 64MB RAM 
None B Teen 


The folks who introduced the world to Lara Croft have taken the action-adventure in 
a new direction with Project Eden. Core Design, best known for its work on the Tomb 
Raider series, has done a complete about-face on its “shoot first, push buttons later” 
philosophy and produced one of the more cerebral titles of the year in this futuristic 
thriller. While everything doesn’t quite pull together as well as it should, there is 
enough here to interest anyone that enjoys cunning design and challenging puzzles. 

Project Eden is set in a dystopian future where man has been forced to build 
massive vertical cities to house all the citizens of a society that’s grown out of con- 
trol. You take on the role of a four-man squad in the Urban Protection Agency 
(UPA), a quasi-military police force attempting to bring peace and groovy silver 
jumpsuits to the troubled masses. Things aren’t going too well. The impoverished 
citizens that live beneath the shining city towers are burning with dissension. A 
routine investigation at the Real Meat factory leads to a lengthy investigation that 
takes the team into a dangerous underworld. 

Okay, so it’s not very original and smacks of an old Star Trek episode filtered 
through the sensibilities of Soylent Green. And the scriptwriters do little justice to 
the source material—poorly written dialogue and bad voice-acting make it pretty 
clear that nobody here will be winning the Charlton Heston Seal of Approval. If you 
can get past that, however, the game’s skilful design takes over where the plot lets 
you down. Project Eden takes place over 11 visually impressive levels that are more 


[clockwise from top left] Nobody dies in the world of Project Eden. >>> When in doubt, let 
Amber do it. >>> Looking up from your Rover robot. 
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And next time, make sure you flush. 


realistic than anything featured in an adventure game for 
a long time. Rational map layout and the use of towering 
architecture to emphasize the bleak reality of this future 
world help you develop a real sense of place. More impor- 
tantly, all of the puzzles seem to spring out of this setting. 
Obstacles never seem artificial; logical deduction and care- 
ful exploration are the only tools you need to defeat them. 

Much of the game focuses on the proper use of your 
squad. Each character has individual skills that are good 
in some situations and not so good in others. Team leader 
Carter is best with interrogations and UPA equipment 
such as the mini-robot Rover and the floating camera eye. 
Minoko is great if you need to hack into a computer sys- 
tem. Andre is a talented engineer who can fix just about 
anything. Amber is a giant cyborg that can operate in haz- 
ardous situations that would kill anyone else. You often 
have to swap back and forth for spot duty in different 
areas, or have one member do something that clears the 
way for everyone else. Carter might have to send the cam- 
era eye to scout a location that’s presently inaccessible, or 
Amber might have to wade through deadly gas to a shut- 
off valve. There’s a real sense of satisfaction to be gained 
almost every time you solve a problem. 

Which is a good thing, since that’s just about all you do 
in Project Eden. Despite it’s billing as an action-adventure, 
the game is more like a pure adventure that’s been tarted 
up to boost sales. Combat does take place, but it’s infre- 
quent and dissatisfying. Control is sluggish and bad guys 
can absorb what seems like hundreds of rounds before hit- 
ting the floor. You can’t even die properly, since your 
smashed-up corpse is immediately brought back to life at 
the nearest UPA regeneration point. All of this makes the 
standard multiplayer options pretty disappointing as well, 
although being able to play the solo campaign coopera- 
tively is a real plus, as is the Rover Race mini-game. 

Still, Project Eden is hardly a disappointment. Though it 
is certainly not the rounded experience that Core and Eidos 
have been promoting, the experience that they do deliver is 
quite compelling. Adventure game designers should take 
careful note of what has been accomplished here. 


Clever, organic puzzles and innovative gameplay 


Poorly written and acted 


PERFECT OQ. 2\)) 


: & 


j Skimpy undies * = 
py undies pets 


Amy; Harry, are you al] ri9ht? 


“Skimpy Undies of the Dead.” >>> “Dreamcast 
of the Dead.” 


Zombies and typing... two great 
tastes that go great together 


Smilebit 
Empire 


Zombie Typing 
[Wwww.typeordie.com] 
[Www.empireinteractive.com|] 
Pentium 233, 32MB RAM, 3D Accelerator 

2 players, LAN, same machine 
Mature 


As far as high-concepts go, it’s hard to get, 
er, higher than The Typing of the Dead, 
which is kind of like Mavis Beacon Teaches 
Typing... with zombies! (The actual subtitle 
for the game: “Type or Die!”) You control 
some guy armed with a keyboard that hangs 
from his shoulders and a Dreamcast strapped 
to his back (powered by what appears to be a 
giant Duracell). Zombies are invading, and a 
mighty keypress is enough to send them back 
to the hell that spawned them. Or something 
like that. Full of the worst dialogue and voice 
acting ever committed to CD-ROM (worse 
even than Resident Evil and the Wing 
Commander movie) and a sound mix that 
renders half of them completely inaudible, it’s 
all cheesy fun. 

The game itself is the rail-shooter House of 
the Dead, with typing lessons replacing the 
light gun from the arcade. Random words 
pop up over the zombies (you get some very 
surreal phrases), and typing causes them to 
blow up in a pile of goo. It’s stupidly enter- 
taining, assuming you're into typing. And it 


works as a typing program, assuming you 
need to learn to type. 

While you have to respect an M-rated typ- 
ing game, The Typing of the Dead really 
shows how anything can be improved by 
adding “...of the Dead” to it. Just think of 
“Windows XP of the Dead,” or “Civilization III 
of the Dead.” You could drop “Gold” editions 
of games and just go with “...of the Dead” edi- 
tions—how does “SWAT 3 of the Dead” 
sound? Take it beyond computers and games; 
what about “Everybody Loves Raymond of the 
Dead,” or “Mountain Dew of the Dead,” or 
“Ab Roller of the Dead.” The “...of the Dead” 
possibilities are endless. This is the start of 
something beautiful. —Steve Bauman 


No-frills samurai warfare 


Wargame Magitech 
[www.ezgame.com| Xicat 
[www.xicat.com|] Pentium 200, 
64MB RAM 2 Players, Internet, LAN 

Not Rated 


Takeda, Magitech’s game of 16" century 
Japanese warfare, forsakes a strategic experi- 
ence for a strong focus on tactical battles. 
There is no resource gathering, no unit pro- 
duction, and no strategic movement per se. 
Rather, the campaign plays out as a series of 
battles chosen from a pool of over 40 from the 
Sengoku period, the “Age of Strife.” Your deci- 
sions as Takeda Shingen and performance help 


An assault on a fortress. Tear down the walls! 


determine which of those battles you fight. 

There is some strategic window-dressing. 
You have to decide whether to fight or rest 
each turn. You also have to make the occa- 
sional non-military decision. This is all sec- 
ondary to tactical combat, however, which 
unfolds in pausable real time. You control 
entire formations rather than individual men, 
and there’s a premium on leadership. Before 
each battle you organize your force into one 
of many seemingly authentic Japanese mili- 
tary formations, each with a center, two 
wings, a reserve, and flanking detachments. 
You can order the army as a whole, or select 
formations or groups of formations for more 
specific commands. 

Graphically, the battles waver between 
impressing and confusing. The artwork and 
animation is very good, but because there is 
no way to actually zoom in or out you usual- 
ly end up watching a struggle of colorful 
ants, and running at lower resolutions does- 
n’t allow for enough map on screen. There’s 
no way to get a complete overview of the bat- 
tle other than via the mini-map (you can 
select units on the main display and order 
them by clicking on the mini-map, at least). 

Takeda’s strength lies in its handling of 
the nuances of combat. Leadership, morale, 
training, tactics, and other factors all come 
into play. You'll have to deal with the intro- 
duction of firearms to Japan, as well as the 
tendency of your generals to lose faith or 
courage along the way. Winning requires 
the proper use of combined arms and a 
sense of timing. Still, it all has a somewhat 
sterile feel to it, making Takeda one of those 
games best enjoyed by devoted fans of its 
subject matter. —Robert Mayer 
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Tmding goods 
Lubeck 2016 Gp 0/90 Alydar 


You will spend a lot of time studying these fluctuating prices. 


Patrician 2 


Micromanagement heaven in 14th century Europe 
by William Abner 


GENRE Hanseatic League Simulator DEVELOPER Ascaron Software [www.ascaron.com] PUBLISHER 


Strategy First [www.strategyfirst.com] REQUIREMENTS Pentium 233, 32 MB RAM MULTIPLAYER 2-8 Players; 
Internet, LAN, Modem ESRB Everyone 


If you've never heard of Patrician, you aren't alone. The original game is a decade old German- 
made product that never made it stateside, developed for the now long extinct Amiga platform. 
Thankfully, it's been resurrected, in a sense, with Patrician 2, an ultra-deep economic simulation 
of 14th century trade and commerce in Northern Europe, focusing on the exploits of the 
Hanseatic League. 

The uninitiated will find the game monstrously intimidating, and it takes a bit of playing before 
you really start to engage. In order to get the most out of it, you need to sit down, learn its ins and 
outs, and suffer a lot of early setbacks while you get familiar with the game's complex mechanics. 
It takes a while for things to get interesting-a bit too long, in fact-and you may be tempted to reach 
for the uninstall button before you've had a chance to put the game through its paces. If you do, 
then you'll be missing out on a slick (if complex) game with depth comparable to Strategy First's 
Europa Universalis, albeit with less combat and more of a focus on trading and self promotion. 

You play the role of a budding merchant in Northern Europe. Your goal is to rise in social sta- 
tus and hopefully become a full-fledged Patrician (one of the big wigs in the Hanseatic League). 
You begin as a lowly trader with little reputation, one small ship, and a local trading office in your 
hometown. From there you trade with other cities (hopefully avoiding pirates along the way), 
amass gold, and gain prestige with every class of citizen in town. 

The depth of the game is impressive and can be a bit overwhelm- 
ing, even for trading simulation veterans. For example, you need to 
worry about pleasing every class of citizen in your hometown in 
order to rise in rank. The poor class demands goods such as beer 
while the middle class wants meat, but you also need to please the 
aristocrats by supplying ample amounts of wine and other amenities. 
You meet these needs by going to market. Each town's supply and 
demand is different-so while the town of Lubeck has no trouble in 
creating iron goods locally, it can't produce a drop of beer or wine 
without help from local traders. Conversely, the town of Stetin pro- 


UPSIDE 


DOWNSIDE 


RATING 
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The world map shows every town to which you 
can sail, as well as their current needs. 


duces enough beer to do Budweiser proud, but 
lacks iron goods. The concept is basic econom- 
ics: you buy surplus items at a lower price 
than you pay for items that are in high 
demand. It's this standard principle of buying 
low and selling high that drives the entire 
game. 

But there's a lot more to it than that. There 
are several traders in the area that want what 
you want-more money and prestige, and they 
play for keeps. It's not uncommon to sail into 
port with a boatload of beer, only to find out 
that one of your competitors has beat you to 
the punch by flooding the local market with 
beer, making your shipment's value much less 
than expected. The game is all about details, 
and it models a staggering array of complex 
interactions in a mostly intuitive fashion. At 
times it feels more like role-playing than strat- 
egy, and it's a highly entertaining experi- 
ence... once you get the hang of it. 

The game's difficulty and deliberate early 
pace are it's biggest shortcomings, and it's a 
shame that the documentation explains little 
beyond the basic mechanics. A game so lit- 
tered with detail demands equally detailed 
instructions. Thankfully, there is a solid tutori- 
al that gives you enough to get started on, as 
well as a "Starter" campaign that provides tips 
along the way. 

Patrician 2 defines the term "niche prod- 
uct," but it fills that niche nicely. If you 
have any interest in political or trading 
games (or if you were disappointed with the 
lackluster Merchant Prince sequel), then 
this is a game that you can sink your money 
grubbing teeth into. 


Good interface, crisp and colorful graphics, good campaign struc- | 
ture, entertaining economic model, lots of micromanagement 


Early portions of the game move a bit too slowly, steep learning 
curve, needs better documentation, lots of micromanagement 


kk I Ik 


Typically referred to as “bad ass,” the online gamer who 
has DSL is a belligerent yet irresistible sort. He is legendary 
for his high-speed Internet access. He is feared for his 
ability to download up to fifty times faster. He has really 
big hands. The DSL man never puts up with busy signals 
and can even use his phone while he’s online. 

When you see a DSL man, kiss your girlfriend goodbye 
and kick rocks, soldier. Or else you'll have a grappling 
conteston yourhands. : : 

But don’t just take our word for it. Studies show nine out of 
ten supermodels prefer a man with DSL. Some seek out the 
speed. Others seek out the reliability. They are obsessed 
with this. In fact, when women go to the restroom together, 
they are secretly discussing DSL. 


Hey, tough guy. Get ky EarthLink DSL. 


Upgrade to EarthLink” DSL. The fastest way to get to the Real 


Internet and the smartest way to play online video games. DSL 


provides you with an “always-on” Internet connection. No more 
busy signals, delays or dropped connections during play. DSL 
is up to fifty times faster than regular dial-ups. It’s just $49.95 a 
month: Sign up before February 28, 2002, and receive a free 
DSL modem and free self-install kit. It’s that easy. We'll even 


waive the $99 activation fee. You save a total of $450: Get 
DSL and start kicking sand in the face of lesser gamers. Call 
1-800-EARTHLINK or visit earthlink.net. Ask about getting your 
own static IP address so you can host your own game server. 

Not quite ready for DSL? Try our award-winning Internet dial- 
up service for only $21.95 a month. Pop in the enclosed CD 
to get started with 700 free hours: 


Save $450. Call 1.800.EARTHLINK today and mention DSL Promo Code 11005 or go to earthlink.net 


‘Offer expires February 28, 2002. DSL service not available in all areas. Some restrictions apply. Offer available to new EarthLink DSL customers only. Not redeemable in conjunction with 
any other offer. Offer requires you to maintain a current DSL membership at $49.95 per month for a minimum of 12 months. Early termination fees apply. Please call for details.“*Based on 
professional installation fees for Bell South ($199.95) and SBC ($200) as of September 20, 2001. ‘This offer is for new EarthLink dial-up analog service only. 700 free hours valid within the 
first month. ©2001 EarthLink, Inc. EarthLink and the EarthLink logo are trademarks of EarthLink, Inc. All rights reserved. EarthLink, Inc., 1375 Peachtree Street, Level A, Atlanta, GA 30309. 


was built for, and as a result, Green Berets 
doesn’t stand well on its own. Literally, it 
requires a full installation of Myth II to work. 
That’s good, because it means they had to 
include it in the package. 

Available for download at various Myth 
websites are plenty of free conversions and 
mods that feature gunslingers, WWII para- 
troopers, and more. One thing they demon- 
strate is that Myth II’s interface and engine 
aren’t well suited to modern combat—some- 
thing Green Berets only reinforces. Vietnam 
era weaponry doesn’t soar and arc like 
medieval arrows; it fires in a straight line and 
almost always hits its mark, making ambush- 
es deadlier and the stakes higher. You'll gnash 
your teeth watching your men fire into a hill 
rather at the soldiers at the top of it. The 
result is a game that is even more unforgiving 
and difficult than the original. 

The game offers the full range of 
Bungie.net multiplayer play, which is still an 
\ | active community despite the intervening 
oa . three years, and a story-driven ten-mission 
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The graphics are gorgeous. The Nue-Guyen attacks a lightly guarded Proximan space station. 


Providing a few days of space 
going fun 


this with the ability to pause and issue 
orders, a brilliant game interface, passable Al, 
and a control system that is very easy to 
manipulate, and you have the makings of a 
great real-time strategy game. 

Unfortunately, Far Gate comes to an end 


single-player campaign. But, through a lack 
of balance and its overly puzzle-like nature, 
the single player storyline becomes impossi- 
bly difficult about 70% of the way through. 
New units such as an M60 guy, a medic, an 
M16 guy, and your fearless captain (who 
functions with the same power as Myth II’s 
hero units) face off against enemy units that 
range from machete armed assassins to Viet 
Cong officers. All are well rendered sprites. 


: Strategy Super X Studios just as it starts to get interesting. The game The good news is that the Myth II engine 
[www.thrushwave.com] Microids comes with 17 missions, including a few dis- still looks pretty good today. Green Berets 
[www.microids.com] Pentium posable tutorials, and some missions that offers rainforests, rice paddies, and villages, 
233, 64MB RAM 2-4 players; take only a matter of minutes to finish. It’s and the game actually brings the terror of jun- 


Internet, LAN, Modem Teen 


It’s easy to dismiss Far Gate as a clone of 
Sierra’s Homeworld. You look at the box and 
find phrases such as “true 3D environment” 
and “dynamic 3D battlefield” and think to 
yourself, “I’ve seen this all before.” You 
haven’t. Far Gate, while it lasts, is a highly 
entertaining game. But after you zip through 
the short campaign it leaves you with little 
else to do, unless you enjoy creating mis- 
sions from scratch or playing the same eight 
maps online. 
The game comes with three highly unique 

races: the Proximan (humans), the Nue- 
Guyen (organisms that live in the vacuum of 


frustrating. Just when you start to master 
the control scheme and begin to get into the 
game, it’s all over. Multiplayer games are 
fun, but you only have eight maps on which 
to play. 

Far Gate is a fun while it lasts, though, 
and if you like games such as Homeworld, 
then it’s a good bet that the few days you 
spend with it will be enjoyable ones. 
—William Abner 


Mything and action 


space and look a bit like jellyfish) and the Real-Time Tactics Take Two 
Entrodii (a bizarre race of living crystals). [www.taketwo.com] Take Two 

Each race is wildly different in terms of unit [www.taketwo.com] Pentium Il 
types and in combat tactics. You play the role 233, 64MB RAM 2-16 Players; 


of a Proximan mercenary drawn into a con- 
flict with the Nue-Guyen. The game is story- 
driven, and after each mission you are greet- 
ed with an in game cinematic that moves the 
story along into the next mission. 

The graphics are gorgeous, and easily on 
par with Homeworld’s, if not better. Combine 


CGM | JANUARY 2002 


Internet, LAN Mature 


Green Berets is a total conversion of Bungie’s 
classic Myth II: Soulblighter. It features a rag- 
tag special forces group of misfits in Vietnam, 
rather than the rag-tag fantasy misfits the game 


gle combat to life quite well. The bad news is 
that all of Myth II’s spotty artificial intelligence 
and path finding problems are intact too. The 
‘Nam stuff is interesting for a while, but you 
might find yourself spending more time 
replaying the included Myth II: Soulblighter 
instead. A bargain, if you missed it three years 
ago. —Andrew S. Bub 


They'll be dying ‘round the mountain when 
they come... 


=< # 


Ramatlia 


Nearly every woman you meet is a good 
Weyrwoman candidate.>>> The hero, D’kor. 


DragonRiders: 


Chronicles of Pern 
Anne McCaffrey’s best-loved 
world shambles clumsily to 
life on the PC 


RATING 


GENRE Action Adventure DEVELOPER Ubi 
Studios UK [www.ubisoft.com] PUBLISHER UbiSoft 
[www.ubisoft.com] REQUIREMENTS Pentium Il 
300, 64MB RAM MULTIPLAYER None ESRB Teen 


Time to get down to basics. That’s the best 
place to begin discussing DragonRiders: 
Chronicles of Pern, because the designers at 
Ubi Studios UK can’t even get most of the 
fundamentals right. Serious weaknesses are 
apparent right from the start. The plot, which 
follows the adventures of a neophyte dragon 
rider named D’kor and his scaly steed Zenth, 
is never engaging. Even though the story 
revolves around presumably momentous 
events like finding a new Weyrwoman mystic 
for your community, battling a devastating 
virus, and rooting out a traitor, you exist on 
its periphery. An epic tale seems to be unfold- 
ing somewhere, but you’re too busy running 
around looking for people, pulling levers, and 
locating lost bags of nails to take part in it. 
The only break from this mundane routine 
is provided by infrequent combat sequences. 
Even these moments do little to truly alleviate 


the boredom, however, as virtually all of the 
fights are identical and incredibly easy to 
win. Further complicating matters is a fixed 
control scheme that prevents you from recon- 
figuring the keyboard and the absence of 
gamepad support—particularly odd, consider- 
ing the game’s strong console feel. 
Role-playing elements are provided by char- 
acteristics that increase over time. Strength, 
knowledge, and reputation are affected by your 
actions, and you'll gain further skills with dif- 
ferent types of weapons as the story proceeds. 
In the end, though, most of this is meaningless. 
You simply move from point A to point B, fol- 
lowing direct instructions at all times. Statistical 
increases might as well be scripted events. 
Much like Freedom: First Resistance, 
Chronicles of Pern is only for blindly hardcore 
fans of Anne McCaffrey. Those who have spent 
the better part of the past two decades following 
the ever-expanding series of her novels might 
get something out of seeing the fantastic world 
of Pern come to life, however clumsily, on their 
monitors. Everyone else will find the entire 
experience tired and uninspiring. —Brett Todd 


Spider-Man 
Hang on to your hats, 
true believers! 


GENRE Arcade Action DEVELOPER LTI Gray 
Matter PUBLISHER Activision [www.activision.com] 
REQUIREMENTS Pentium Il 266, 64MB RAM, 3D 
Accelerator MULTIPLAYER None ESRB Everyone 


If you figure every dollar you spend on a 
game should guarantee an hour of playtime, 
stop reading. You will hate Spider-Man. You 
can complete the game in roughly three hours 


< REVIEWS 


from cinematic introduction to the final rib- 
tickling, cameo-filled epilogue. For most games, 
this would be a Really Bad Thingd. Spider-Man 
somewhat overcomes it, because there’s some 
great action to be enjoyed many times over. 

The game retains the style and tone of the 
comics perfectly, right down to Spidey’s ban- 
ter. You'll love executing the moves seen in 
the books. Webbing bad guys is a blast but it’s 
tempered by the need to find web-fluid refills. 
With many move combinations and a steady 
learning curve, the game stays fresh for a 
short time after you’ve finished the main plot. 

Web swinging is by far one of the coolest 
game mechanics in recent history. Levels are 
constructed to force you to learn and use this 
unique skill. The best levels of the game 
revolve around leaping and swinging through 
the New York skyline while being chased by 
helicopters with nasty machine guns and rock- 
ets. Comic fans aren’t left out, since there are 
cameo appearances by Daredevil, The Human 
Torch, and even the Punisher—all handled 
with great fanfare. 

As a console game originally created for the 
PlayStation, Spider-Man isn’t exactly at the cut- 
ting edge of graphics and sound capabilities on 
the PC, and the game takes about as much time 
as reading a few twenty-page comics. There’s a 
lot of variety in those three and a half hours, 
but unfortunately not enough. Ultimately, the 
mini-games such as “fighting game-style sur- 
vival mode” and “item-hunting” as well as 
“replaying the game for new costumes (and 
some extra powers)” just don’t entertain long 
enough. What is there, though, is absolutely 
fantastic, with only a brief low point during 
part of your battle against villain Venom. There 
aren’t many superhero games that have even 
come close to the sheer reverence this game 
holds for its lead character. Stan “The Man” 
Lee even narrates! Excelsior! —David Long 


kw 


Sometimes you just have to throw Political Correctness out the window and kick the bad guys in the head. 
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The “rip-off the drunk” puzzle in action. 


Nobody knows where they came 
from, or what they were doing 


FENRE Adventure DEVELOPER House of Tales 
Entertainment Studio [www.house-of-tales.com] 
PUBLISHER CDV [www.cdv.de.com] 

DUIF Pentium 200, 32MB RAM 
\YER None ESRB Not Rated 


Too many viewings of This is Spinal Tap 
have made it impossible to think of druids 
without also bringing to mind dwarves danc- 
ing around a two-foot tall Stonehenge. 
German developer House of Tales is finally 
challenging that habit with The Mystery of the 
Druids, an adventure that absolutely is not 
funny. Instead it’s poorly designed, ugly, and 
rife with bugs. 

Evil doings are afoot, and you, as Brent 
Halligan, need to get to the bottom of it all by 
following a trail of clues that lead from the 
contemporary English countryside all the way 
back to the medieval era. Such a ripping yarn 
should provide the framework for a good 
adventure. It doesn’t, mostly because of lame 
scripting and puzzle design that never gets 
beyond Fed Ex basics. If you’re not off 
searching for alcohol to give to a derelict, 
you're scrounging for a pair of scissors or 
hunting down mistletoe. Many of the puzzles 
are merely filler, particularly the alcohol one 
mentioned above. 

Exacerbating these basic design flaws are 
appalling production values and the complete 
absence of quality control. Somebody at 
House of Tales let this one out the door with- 
out checking a calendar, because the graphics 
are straight out of 1996. Aside from some 
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nice 3D background art and detail, everything 
is blocky, grainy, or some combination of the 
two. Glitches are everywhere. Characters 
appear to be standing in front of objects that 
they’re actually standing behind. Conversations 
sometimes feature material that you shouldn’t 
know about yet. The game often refuses to 
accept that the CD in the drive is actually the 
correct one, and the only fix is a manual full 
installation to the hard drive (this option isn’t 
available in the initial install options) as out- 
lined in the FAQ at the official website. Crashes 
are frequent. Unless you enjoy repetition, you’ll 
want to save the game each and every time 
you're about to visit a new location. 

No matter how hard up you are for a tradi- 
tional adventure game, leave The Mystery of 
the Druids unsolved. —Brett Todd 


Is there such a thing as a noir 
travelogue? 


Adventure 2 Microids 
[www.microids.com] Microids 
None 


[www.microids.com] * 
EQUIR Pentium Il 266, 64MB RAM 
ESRB Everyone 


You can visit the scenic subcontinent without 
the assistance of Pepto Bismol in Road to 
India: Between Hell and Nirvana, a take on the 
traditional adventure. It blends equal doses of 
foreign culture and noir-ish mystery into a sat- 
isfying whole that should interest devotees of 
old-school adventuring and anyone looking for 
an evening or two of light entertainment. 


This a bog standard adventure through and 
through, featuring a pulp novel plot that 
would have made Cornell Woolrich proud. 
You play Fred Reynolds, a twenty-something 
American student in search of his Indian 
fiancée, a beautiful young woman named 
Anusha. During a trip to her homeland on the 
eve of the happy nuptials, Anusha abruptly 
breaks off the engagement with a strange Dear 
John letter. You promptly jet off to the Far 
East for a proper explanation, only to find that 
she’s been kidnapped by a cult of killers called 
the Thugs. Quicker than you can say “Hey, 
aren’t those the guys who did open-heart 
surgery in Indiana Jones and the Temple of 
Doom?” you’re involved in an outlandish story 
of movie star intrigue and human sacrifice. 

It mostly works. Even though the plot’s out- 
line has been cribbed from any one of a thou- 
sand potboilers, the quality of a tale lies with 
the telling. It’s easy to empathize with Fred as 
he enters a new land that’s undoubtedly alien 
to most American gamers as well. Suitably 
grungy artwork (along with good voice acting 
and an exotic musical score) do a great job of 
bringing the setting to life. The only serious 
design miscues are the absence of people on 
the New Delhi streets and a reliance on 
romantic dream sequences that don’t seem to 
fit with the gritty real-world setting (although 
they do afford fanciful visits to the Taj Mahal). 

Perhaps the best part of Road to India is 
puzzle design that makes sense. You won’t 
find and “use the guitar on the cat” leaps in 
logic here, and the interface is simple and 
familiar. The game is short and simplistic, but 
it provides quick-moving action that suits the 
game’s pulp novel feel—likely just what the 
game’s designers had in mind. —Brett Todd 


The Indian Rope Trick in India. What a surprise. 
>>> New Delhi on 50 rupees a day. 


< REVIEWS 


The Axis player deploys reinforcements at Sidi Rezegh. >>> The order of battle (OOB) window gives 


you information on your organization, lets you reorganize your forces, tells you at a glance who's out 
of command, and lets you know when reinforcements are scheduled. 


Combat Command 2: 


Desert Rats 
Heigh-ho, heigh-ho, 
it’s off to Africa we go 


EM « « + * 


GENRE Wargame DEVELOPER Boku Strategy 
Games PUBLISHER Shrapnel Games 
[www.shrapnelgames.com] REQUIREMENTS 
Pentium 166, 32MB RAM MULTIPLAYER 2 players; 
Internet, LAN, Play-by-Email ESRB Not Rated 


Even though the engine is the same as the 
one in Combat Command 2: Danger Forward, 
Desert Rats achieves exactly what many 
series games usually don’t: it really gives you 
a feel for this much different theater and the 
combat that occurred there. 

With 500-meter hexes, units of companies 
and battalions, and turns of two to four 
hours, the game falls into what Shrapnel 
accurately terms “grand tactical”—you aren’t 
concerned with the minute tactical details nor 
with the larger issues of operations. Instead, 
you get to concentrate on the fight itself, 
moving your maneuver units just so, support- 
ing them with artillery and antitank fires, and 
executing your plans. 

That’s what the game sets out to represent, 
but how does it do? Happily, very, very well. 
The design is pure “classic board wargame” 
with turns and phases and tables and modi- 
fiers, all extremely well documented. The 
game presents 17 scenarios covering the range 
of fighting and sides; if that’s not enough 
there’s also a complete editor package. 
Scenarios go from short and sweet to fairly 
large (but still sweet). One very nice thing 
about the scale (particularly the unit scales) is 
that even the larger battles feel manageable, 
not bloated—monster games with hundreds 
upon hundreds of units are nice in theory, but 
sometimes you want something a bit more 
manageable, and Desert Rats provides it with 
aplomb. The graphics are humble but clean 
and clear. The user interface is the only real 
“downer’—you get used to it, but it takes a 


while, and you may find yourself accidentally 
issuing incorrect movement orders once in a 
while or wishing for an easier way to access 
the many reports the game makes available. 

You really get the feel for WW II combat in 
the desert, for the strengths and weaknesses 
of the sides and for the fluidity of the fighting 
when the ground was open and the difficul- 
ties faced when it wasn’t. Few games do as 
good a job as Desert Rats does at illustrating 
the historical lessons you may have read, and 
doing so in a thoroughly enjoyable way. If 
you want a solid wargame that passes both 
the “just one more turn” and “I want to skip 
work to play” tests, Desert Rats certainly 
meets your needs. —Scott Udell 


Baseball Mogul 2002 
Lukewarm fun with the boys 
of summer 


KI 


GENRE Sports DEVELOPER Sports Mogul 
[www.sportsmogul.com] PUBLISHER Sports 
Mogul [www.sportsmogul.com] REQUIREMENTS 
Pentium 100, 16MB RAM MULTIPLAYER Hot Seat 
ESRB Everyone 


The meat of this game feels pretty familiar. 
You are the owner/manager of a Major League 
Baseball franchise and it’s your job to field a 
winning team by making smart, money-saving 
trades, setting productive lineups and pitching 
rotations, and setting ticket prices. The goal 
isn’t just to win the World Series—it’s also to 
make a nice profit. The game doesn’t use real- 
world monetary values; instead it uses a point 
system similar to that of NBA Live. For exam- 
ple, a player may cost your team seven points 
per year rather than $200,000. 

The game sports a few new features that, 
while nice, are pretty much a standard in 
today’s baseball sims. Items like the trading 
block, where you put a player up for trade and 
see which team bites is a needed addition, but 
hardly ground breaking. The game is also a bit 
simpler in terms of money managing. No 


longer do you set prices for things like conces- 
sions—all you deal with are ticket prices. The 
newspaper feature, which keeps you abreast of 
league highlights and deals, remains the best 
in the industry. The text is rarely repetitive 
and the writing is entertaining. 

Being a text sim, it’s safe to say that 
Baseball Mogul is geared toward hardcore 
baseball fans, but it fails to relay some the 
information that many serious fans want. You 
still cannot set lefty/righty lineups, view over- 
all team stats, platoon players, or place injured 
players on the disabled list. There’s still one 
level of minor leagues and stats are only kept 
for the current and previous season (although 
it does track career numbers). The scouting 
system needs work, as well. Just because a 
scout isn’t paid top dollar, Sammy Sosa’s 
“power” rating should never be listed as a B- 
when even a casual baseball fan knows better. 


, = =: Baseball Mogul - April 8, 2001 
Game Tee Pleo Budget Heme Plog Leaps Took Help 
Reds Overtake Pirates With 10-6 Win 
ne ~Oncimnat- With a score of ten to sxx the Qnannat Reds 
beat the Pittsburgh Pirates on Tuesday This win inched the 
3 Reds ahead of the Prates in the NL Central standings Reds 
cleanup hriter Ken Gnitfey Jr's four hits brought his season 
total to 4 and resed tus bathing average to 444 Sean Casey 
went ane for two with two bases on balls. a home run. three 
nuns scored and a run batted an Nurnber seven hitter Aaron 
Boone contributed two hits in four at bats. with a run and two 
RBis Juan Castro went one for four with a home run. a run 
= scored and two nuns batted in 


PATE) 


Apni 3. 2061 
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Sounds nght We'll let the 
legal department work out 
the details 


The newspaper is better than ever. Note that 
you cannot run the game in a maximized window 
unless you run Windows at 640x480. >>> The 
trade Al isn't too bad, plus you can offer money 
as well as players. 


Baseball Mogul’s core design remains 
strong, and the game is still addictive at 
times, but it’s time for Clay Dreslough and 
company to step up and deliver more finely- 
tuned features if they want to compete with 
the other hardcore baseball sims currently on 
the market. Baseball Mogul may be pur- 
chased at www.sportsmogul.com for $29. 
—William Abner 
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Build your city for better production 
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scope of one of the greatest strategy games ae 
ever made. From the medieval battles of 2222" 
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the Incas to the flaming wars of Napoleon, 
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the seat as the ruler of a superpower for 
400 epic years. 
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AD&D redux 


Who’s up for a return trip to the Demonweb Pits? 


BRETT TODD 


Of the _ 


Recently I’ve been enjoying some non-gaming downtime by restoring my 
childhood home; it’s a nice hands-on change from staring into a monitor all 
day. There is a lot of genuine satisfaction to be gained from a job well 
done—even if you do have to spend a third of your time dealing with build- 
ing supply companies that are as crooked as the Beagle Boys. 

One of the most enjoyable parts of my new hobby has nothing to do with 
renovations, though. Last week I ventured under the cellar stairs and uncov- 


ered my role-playing stuff from the early 1980s and a box full of Commodore 
64 software that included most of the Gold Box Advanced Dungeons & 
Dragons games. I spent hours flipping through the dozens of manuals and 
modules that I found there, lost in a past that included sojourns through the 
village of Hommlet and all-night gaming sessions with university friends just 
as hooked on the original Pool of Radiance as | was. 

All of this got me to thinking that even the recent Dungeons & Dragons 
revival pioneered by BioWare’s stellar Infinity Engine games has yet to 
recapture the wonder of those Gold Box titles. There is no reason why we 
can’t recapture at least some of that childish awe. I’d love to see a developer 
get back to basics and begin adapting some of the classic Advanced 
Dungeons & Dragons modules. Wizards of the Coast is already embracing the 
past with the release of a series of novels based on those old adventures, so 
why not go a little further and turn them 
into computer games? 

Some of the early modules go right to 
the heart of Dungeons & Dragons, to the 
core of what got people fascinated with 
the game in the first place. The seven- + 
module series culminating in Queen of the -. 
Demonweb Pits remains the ultimate 
expression of role-playing for those who 
experienced it when it first came out in 
the late 1970s and early 1980s. Tomb of 
Horrors, with its many deathtraps and 
final confrontation with the evil demi-lich 
Acererak, still gives me the creeps, as does 
Tomb of the Lizard King and Tracy and 
Laura Hickman’s original Ravenloft. There 
are so many great early modules that it’s 
hard to know where one would start. The 
Forgotten Temple of Tharizdun had you 
violate the ancient sanctum of an evil god. 
The Lost Caverns of Tsojcanth included 
possible encounters with vampire warriors 


Dungeon Module D3 


by Gary Gygax 
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and demon lords. Land Beyond the Magic Mirror 
and Dungeonland and took us beyond the looking 
glass and even featured the frumious bandersnatch. 
And so on, and so on. Everyone who played the 
game back then has a personal favorite. 

Neverwinter Nights may very well be the platform 
that finally brings these modules to our computers, 
though I remain concerned about the perpetually 
slipping release date and legal conflicts between 
BioWare and its publisher, Interplay. It’s hard to 
imagine any lawsuit killing such a monster game, 
though anything can happen in this business. I’d be 
just as happy if someone played it safe and started 
work on this project with the Infinity Engine. While 
I’m as eager to play Icewind Dale 2 as anyone else, 
I would be much more excited if Black Isle Studios 
and Interplay were working on the Queen of the 
Demonweb Pits saga. Or if mod designers aban- 
doned their attempts to graft even more quests onto 
Baldur’s Gate II (see the facing page for more) and 
shifted their focus to the Tomb of Horrors. | don’t 
think I’d be alone. @ 


The Village of Hommiet 


If only you could relive those classic modules on your PC... 


< AFTERLIFE 


Getting More From... 


Darkness Falls 
Return to an even more 
dangerous Baldur's Gate II 
If you still haven’t gotten enough of the 
Sword Coast and its surrounding environs in 
Baldur’s Gate II: Shadows of Amn, consider 
downloading The Darkest Day. This unoffi- 
cial, free expansion pack from the Dungeons 
& Dragons diehards at Team BG adds almost 
as much to basic gameplay as the official, 
$29.99 Throne of Bhaal. Install it before 
beginning a new game in Shadows of Amn 
and you'll get more than 30 hours of addition- 
al gaming. This includes 10 new NPCs, some 
ported in from the original Baldur’s Gate, and 
around 50 quests, of the minor, major, and 
“mega” variety. The Darkest Day also boasts 
more than 180 new items, more than 179 
new spells, 75 new kits, and over 39 new 
monster types, many brought in from Icewind 
Dale and its expansion pack, Heart of Winter. 
Some creatures, however, are completely 
original. Those who enjoyed taking on 
Demogorgon in Throne of Bhaal should note 
that one of these brand new beasties is none 
other than the demon prince Graz’zt. His 
presence all but guarantees a tough challenge, 
even for veterans of the Infinity Engine series. 
One word of caution—this formidable add-on 
clocks in at an equally formidable 266 MB. So 
either use a high-speed Internet connection to 
download it from the Team BG Network site 
or the Baldur’s Gate Haven, or get it from 
Team BG on a CD-ROM for $9.00, including 
shipping. The latter option even includes 
Dark Side of the Sword Coast, a similar expan- 
sion for Baldur’s Gate and Tales of the Sword 
Coast, at no extra charge. 


Garrett Takes A Holiday 

Mod experts plan an add-on for 
Thief Il: The Metal Age 

Although I hate teasing readers with high- 
concept mods that are rarely finished, I can’t 
help but make note of T2x: Shadows of the 
Metal Age. This Dark Engineering Guild pro- 
ject in the making aims to be a full, unofficial 
add-on for Thief II: The Metal Age. It will fea- 


ture 13 new missions set in atmospheric loca- 
tions such as an abandoned hospital, a mau- 
soleum, and my personal favorite, a “deca- 
dent seaside resort.” These new missions are 
being crafted by the leading lights of the Thief 
mod community, so the quality level should 
be high. Keep your fingers crossed that 
they’re able to reach their lofty goals and fin- 
ish work sometime this year. 


Get Real 

A patch lends an air of 
authenticity to NHL 2002 

Long-time sports gaming newsgroup poster 
GROGtheNailer has announced the first of 
many planned AI slider/roster packs designed 
to make NHL 2002 more realistic. Grog did a 
great job with this sort of thing last year for 
NHL 2001, so hopes are high for the new ver- 
sions. He distributes all of his “realism patch- 
es” through Thunderpuck, so head there and 
browse through the files in the Double Minor 
Downloads department for his latest creation. 


Restoring the Ruins 

Fixing Up Pool of Radiance: 

Ruins of Myth Drannor 

You are probably already aware of the many 
problems in Pool of Radiance: Ruins of Myth 
Drannor, but here’s a friendly reminder that 
you absolutely, positively need to download a 
patch before installing the game. The 1.1 ver- 
sion update provides an install program 
wrapper that lets you place the game in the 
directory of your choice and avoid potential 
uninstall problems. A 1.2 update goes beyond 
the setup glitches and repairs various bugs 
that corrupt save games, mess up your IP in 
multiplayer, and cause hiccups with the con- 
clusion. As version 1.2 does not contain the 
1.1 improvements, you'll need to download 
and install each of them separately. Both are 
available from Ubi Soft’s official Pool of 
Radiance website. @ 
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Shadows of the Metal Age features some impressive architecture. >>> And of course. lots of © 
gloomy chambers. : | 


BALDUR'S GATE HAVEN: 
www.baldursgatehaven.com 


www.poolofradiance.com 


T2X: SHADOWS OF THE METAL AGE: 
www.ttlg.com/fmp 


TEAM BG NETWORK: 
www.teambg.net 


THUNDERPUCK: 
www.sportplanet.com/thunderpuck/core.html 


BARGAIN BIN 


Aliens Versus Predator 

Okay, so it’s got a few flaws—most notably the 
lack of a save game option (addressed in a 
patch)—but there's no better way to celebrate 
the arrival of Aliens Versus Predator 2 than by 
checking out the original. A gold edition is now 
on shelves for as little as $11.99. [Fox 
Interactive/1999] 


Frogger 

The best of Hasbro's series of arcade updates is 
now on sale for just $14.99. Yes; George Costanza 
would approve. [Hasbro Interactive/1997] 


HyperBlade 

HyperBlade makes NFL Blitz \ook like lawn bowl- 
ing. This futuristic sports game is lightning-quick, 
3D-accelerated, and features decapitations. What 
more could you want for less than $10? 
[Activision/1996] 


Microsoft Combat 

Flight Simulator 

Although it's not quite as good as its sequel, 
Microsoft Combat Flight Simulator is a must-play 
at less than $20. The configurable flight model 
makes it a good bet for sim fliers of all stripes. 
{Microsoft/1998] 


X-Com Enforcer 

Cool license or not, this Infogrames title defined 
FPS mediocrity when it was released at full price 
in the spring. Those flaws are a little more excus- 
able at a new price point under $15, though. 
[Infogrames/2001] 
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OVER 8,000 NEW & CLASSIC GAMES IN STOCK! [what's n¢ 


ENORMOUS SELECTION OF STRATEGY & SIMS * PEN & PAPER GAMES * BOARDGAMES* | ygagaj of 1 1S" 
CARDGAMES * COMPLETE SOURCE FOR HINT BOOKS « PHONE OPERATORS AVAILABLE | Cgc Renegade 


TO ASSIST YOU IN PLACING YOUR ORDER 


Tom Clancy's Ghost Recon 
ShadowBane 

IL-2 Sturmovik 

Star Trek Bridge Commander 
Kohan: Ahriman's Gift 

Star Wars Galactic Battlegrounds 


Unreal Tournament 
by Infogrames 


Unreal Tournament is a stand-alone 3-D 
shooter/arena game with over 30 levels & 
richly textured thrilling environments. Novice 
training mode and all-new and enhanced 
big-bodycount weaponry make this an expe- 
rience like no other. Play single player with 

fully customizable teammate "bots" or multi- = ROI 
player with up to 16 "bots" &/or humans. ve 


WarCraft Ill: Reign ai oe 
Napoleon's Russian Campaign 
Disciples 2:Dark Prophecy 
Master of Orion Ill 

Neverwinter Nights 

O.R.B. 

Lock On: Modern Air Contact 
Soldier Fortune 2 


Civilization Ill 

Silent Hunter 2 

EverQuest: Shadow of Luclin 

Panzer Campaigns: Bulge '44 
Return to Castle Wolfenstein 

Medal of Honor 


Dark Age of Camelot 
Russo-German War 


THE WAR ENGINE 


The War Engine Icewind Dale Moon Project 
Shrapnel Games Interplay Ss bargal N bin» 
This sequel to Armies of A single, or multiplayer, role- The Moon Project is a Commandos: Beyond the Call of ‘Duty $12.95 


Armageddon: WDK 2k is just playing game set in Wizard of sequel to the highly success- Command & Conquer Arsenal Pack $12.95 
what its name implies: A the Coast's granddaddy of all ful Earth 2150, Power Play's Airport Tycoon $9.95 
complete wargames engine fantasy gameworlds, the "Best Strategy Game of the 

that can be used to develop Forgotten Realms. The focus is Year." The Moon Project fea- Civilization 2 $9.95 
almost any game you can on the party rather than a sole tures an enhanced version Master of Orion 2 $9.95 
imagine. Don't believe us? hero. Features AD&D second of 2150's groundbreaking 3D , , ; 

Wel. take a look at the seven edition rules, more than ten new engine mis provides saci Ultimate Wizardry Archives $12.95 
complete games included major areas as well as several zoom levels for even more Seven Games of the Soul $14.95 
within this package. smaller locations to explore. strategic play. Blizzard Legend Pack $24.95 


STRATEGY © SF Project Eden : $39.95 Elder Scrolls:Morrowind 
Civilization 3 Command & Conquer: Renegade $44.95 Arcanum 
| Command & Conquer Theate: Hidden & Dangerous 2 — ope ae $39.95 Asheron's Call: Dark Maj 


} WarCraft Ill: neigh of Chaos Tom Clancy's Ghost Recon $47.95 Dungeon onal 
a Rogue Spear:Black Thorn “Gog ge =. Sta Wars Galaes = 


Medal of Honor Allied Assault $44.95 Arxfatalis 


Age of Empires 2 Gold wi Bais =: 


mpire Earth _ X-Com Alliance os Se a 
Real i Unreal II ADVENTURE 
Alien vs. Predator 2 ad a Hh _ Myst Ill Exile Collector's E 
MechWarrior 4 Exp. Pack: Black Knight $29.95 Necronomicon 


ROLE-PLAYING 


Pool of Radiance - Beyond | 
Dark Age of Camelot Alone in the Dark (4) 
oe Wizardry8 a ~ Curse of Monkey Islanc 


Road to India 
_ dekyll & Hyde 
Longest Journey 


PRICE Neverwinter Nights 

$49.95 Pool of Radiance Collector's Edition 

Mystery of the Druids 
EverQuest: Shadov 
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- Our Low Price 


Civilization Ill 
Infogrames 


Release Date: 10/01 


fe 44 Our Low Price 
|$29.95 


Command & Conquer Red Alert 2: 
Yuri's Revenge 

EA 

Release Date: 10/01 


Medal of Honor Allied Assault 
EA 
Release Date: 09/01 


Our Low Price 


| $44. 935 


Pool of Radiance 
Ubi Soft 
Release Date: 09/01 


The Last Express 
Rome, Caesars Will 


SIMULATIONS 

Star Trek Bridge Commander 
Microsoft Flight Simulator 
Comanche 4 

Falcon 4.0 w/Axis & Allies 

F1 2001 

Eurofighter Typhoon 

FA-18 Precision Strike Fighter 
European Air 

B-17 Flying Fortress 2 
Apache Havoc w/ Mig Alley Dual Jewel 
MS Train Simulator 

The Jet Pack 

Grand Prix Legends 


WAR 
Squad Battles: Vietnam 


Our Low Price : 


Pe S47.95 


Battle Realms 
Ubi Soft 
Release Date: 10/01 


Our Low Price. 


$44.95 


WarCraft Ill 
Blizzard 
Release Date: 06/02 
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Our Low Price 


$47.95 


Ghost Recon 
Ubi Soft 
Release Date: 11/01 


Neverwinter Nights 
Interplay 
Release Date: 03/02 


SIMs 


hot cate 
Our Low Price 
$29.95 
Sims: Hot Date 
EA 


Release Date: 11/01 


Fighting Legends 
Maximum Charisma 
Release Date: 11/01 


; Our Low Price 


$46.95 


Command & Conquer Renegade 
EA 
Release Date: 01/02 


Our Low Price 


; $39.95 


Diablo Battle Chest 
Blizzard 
Release Date: 09/01 


$12.95 Sid Meier's Civil War Collection 

$44.95 Panzer General lll:Scorched Earth 
Panzer General 3D Assault 

PRICE 101st Airborne in Normandy 


$44.95 World at War 
$44.95 Age of Sail II 


$39.95 Jane's Naval Warfare Collection 
$32.95 Ultimate Wargame Coll. Vol. 3 


$29.95 Batt 


le of Britain CD 


$39.95 East Front 2 W95 CD 
$42.95 Sid Meier's Gettysburg 
$19.95 Gettysburg Collector's Edition 


$39.95 


$9.95 SPORTS 


$44.95 Links 2001 Course Pack Vol. 2 CD 
$19.95 Championship Manager 2001-2002 Season CD 
$18.95 FIFA Soccer 2002 W95/98 CD 
High Heat Baseball 2002 W95 CD 
PRICE Grand Prix 3 CD 
$39.95 NHRA Drag Racing Main Event W95/98 CD 


Our Low Price 


= - $42.95 


Europa Universalis Il 
Strategy First 
Release Date: 11/01 


RETURN FU CHSILE 


Our Low Price 


$49.95 


Return to Castle Wolfenstein 
Activision 
Release Date: 12/01 


Our Low Price 


$39.95 


Dark Age of Camelot 
Havas 
Release Date: 10/01 


ay Our Low Price 


= 


Our Low Price 
$44.95 


Empire Earth 
Havas 
Release Date: 11/01 


 PREAATOR 


Our Low Price 


*$39.95 


Alien vs. Predator 2 
Fox Interactive 
Release Date: 11/01 


Our Low Price 


$24.95 


EverQuest: Shadows of Luclin 
Verant 
Release Date: 12/01 


' Our Low Price 


' $32.95 § ($29.95 
— a 
Harry Potter & the Sorcerer’s Stone Schizm 
EA DreamCatcher 
Release Date: 11/01 Release Date: 10/01 
$19.95 Skip Barber Racing CD $39.95 
$29.95 Dave Mirra Freestyle BMX CD $14.95 
$14.95 Sid Meier's SimGolf W95/98 CD $39.95 
$9.95 Screamer 4X4 W95/98 $29.95 
$39.95 Backyard Basketball CD $19.95 
$39.95 IHRA Drag Racing CD $29.95 
$19.95 The Simpsons Wrestling CD $39.95 
$14.95 
$9.95 BOARDGAMES PRICE 
$22.95 Arab Israeli Wars $49.95 
$12.95 Over There $44.95 
$19.95 Caesar:Conquest of Gaul $21.95 
Samurai Lightning $45.95 
PRICE Axis & Allies/Worlds at War '39-'45 (2nd Ed) $29.95 
$19.95 Ad.Squad Leader Mod./ Battle Bulge $18.95 
$42.95 Battletech/ AeroTech 2 $59.95 
$39.95 At the Gates of Vienna $29.95 
$34.95 Lightning War:Fall of France& Finest Hour $12.95 
$19.95 El Caballero $19.95 
$19.95 New England Railways $17.95 
01/02 - 2 
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REBOUND 


_ Serious fun 


Soldier of Fortune #1, Medal of Honor 
Deadly Dozen, Return to Castie Wolfenstein 


Jedi Knight Il, plus John Carmack on the future 


important words 

As someone who has been evangelizing for years about the 
need for good writing in computer games, I can’t tell you 
how important Jason Cross’s “Hire a Writer!” column in the 
November issue was. Too often the debate about writing in 
games brings up old wounds from the “Interactive 
Storytelling” and “Siliwood” days, which completely misses 
the point Jason made so clearly: bad writing degrades the 
player experience. 

Working as a writer in the gaming biz, I still get side- 
ways looks from developers who regard me either as a 
threat to their creative freedoms or as an artifact of passive 
mediums. Claims [| make about how good storytelling can 
improve both the development process and end-user experi- 
ence may be understandably dismissed as self-serving. The 
reason I started writing for games, however, is the same as 
the reason Jason spoke out: I was fed up with the poor writ- 
ing in the games I was playing and I knew it didn’t have to 
be that way. Faced with the choice of either giving up on 
the new medium I'd grown to love or putting my skills to 
work to improve it, I chose the latter course. 

I am not against an artist or producer or programmer on 
a development team handling the writing or storytelling, 
because there have certainly been good examples of people 
who have made that transition successfully. But I don’t 
think we can afford any more amateurism if our industry is 
going to compete with the other entertainment choices avail- 
able to the consumer. Whether recruiting from within a 
team or hiring a writer from outside, aspirants should be 
expected to demonstrate their ability before they are allowed 
to put man-years of teamwork and millions of dollars at risk 
in the marketplace. Our industry as a whole, and each game 
we make, will be the better for it. 

Mark Barrett, PrairieArts.com 


Right on, brother. Lho’ tlhIH vaD plgaD —ed 


Pot o’ what? 


It’s about time someone realized that writers are important 
to the gaming industry. It’s also nice to hear someone admit 
to the fact that writing in games is seriously lacking. No, 
game designers cannot write their own stories. I’d almost 
say that they have no right to do so. 
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Though comments about the upcoming 3D action games we covered in 
November were kept to a minimum, one astute reader did note one minor 
issue in the intro to our write up. “You list Jedi Knight Il as one of the 
games that Is set in the future,” says reader Drew Graybeal. “Of course we 
all know that this is untrue. All of Star Wars takes place ‘A long, long time 
ago in a galaxy far, far away...’ Come on guys, George Lucas would not be 
happy if he read that.” Ouch, that hurts, and as punishment, Ed himself, 
who wrote that intro, has been forced to watch Star Trek IV: The Voyage 
Home for ten straight days. So now in addition to learning to speak fluent 
Klingon, he can communicate with humpback whales. On with the letters— 
warning, It’s the “all-swearing” issue, apparently.... 


As a writer of literary fiction, maybe I expect too much. I 
find myself wondering why a character in a game acts the 
way he does, or more accurately, why there is no character 
development at all. I have often thought of working in the 
gaming industry, but unless I want to hack it out writing 
user manuals, there is no place for me. 

Fuck that, I can do other things. But the gaming industry 
needs me, and people like me, if games are to ever evolve 
with the technology. We are at film quality visually, but the 
writing, like you pretty much said, is still in the dark ages. 

Anyhoo, until I can convince someone to hire me, I’ll be 
stirring up a pot o’ shit with this one. 

Marc Patterson 


TIhIH lo’ gab Hol! gab gab gab! —ed 


Bad grief 

Your nice little article [“Good Grief,” Road to Nowhere, CGM 
132] surprised me by putting my antics in with the likes of 
player killers and cheaters in the online community. I can 
see how the example in your article against non-suspecting 
people you don’t know could be annoying. 

You see, I admittedly had a lot of fun posing as AI during 
the first week of Majestic’s debut. Disguised as a point of con- 
tact, I managed to covertly gain the identities of two of my 
online friends and literally confound them with a few days of 
random “secret codes and instruction.” Most of the time, I 
was just getting a rise out of saying things like “wait for the 
patch-eyed man” and other nonsensical spook gibberish. A 
couple times, I took them both on browsing expeditions to 
obscure websites in other languages searching through lines 
of source code for a possible clue. But never would I think 
my joke could go as far as it did the following weekend. On a 
whim, I said something stupid like, “be aware of the dwarf 
with the red sideburns, for he is not what he seems and can- 
not be trusted” or something along those lines. 

Well, the following night, said victim went to a concert 
under the influence of mind-altering substances. Apparently, 
sometime just after the start of the show a “small red haired 
man” came to stand just next to this kid, which sent him into 
a complete paranoid frenzy. According to friends, he broke 
into a cold sweat and announced, “no way, this is fucked up, 
I have to get out of here” and disappeared. His friends found 


SOON 


him some time later in the back seat of his own car. 

A few days later, after the hype of Majestic had dwindled 
(and our trial ended), | alluded to my practical joke, was 
discovered, and verbally abused for a good two hours on 
how I ruined this kid’s night. 

Now, did I directly ruin the concert for him? I don’t think 
so. Actually, I found the whole event rather amusing and no 
fault of my own. I didn’t make him do anything, | just 
planted a seed through AIM posing as a character in a game. 
EA says “Majestic plays you,” but I think I used its own 
premise and tools to play someone else. 

Was I wrong? Did I spoil the element of the game for 
those players? I probably made it more interesting as there 
is so much downtime between events in the game. 

Did this guy take things too far? Yes, and I can only 
imagine what could have happened if he went way off the 
deep-end. Heck, I don’t even know why I’m telling you this, 


No, it's not a sequel to MicroProse’s classic game (we wish), but 
next month we'll take a look at the next big wave of fantasy strategy 
games—most of which are sequels—including Age of Wonders Il, 
Warlords Battlecry 2, Warlords IV, Heroes of Might and Magic IV, 
some Blizzard game called WarCraft or something like that, plus lots 
more. The flood of reviews of games like Myth Ill should continue 
unabated. Or even bated. But not basted. Plus we'll have the third 
and final part of our series on how to break into the game industry, 


previews of additional games, some hardware... it's all good. 


I guess your article just made me chuckle at how gullible 
some people really are, and that maybe when people take 
games too seriously, they get what they deserve. 

Lance Reed 


Jup we} chaw’ jup reH Quj LSD. Yaj? —ed 


GenCon 
The GenCon Game Fair sounds like it was a blast [“GenCon 
2001”, CGM 132]! Wish I could have attended. Was that 
Klingon pictured in the article also in the Star Trek 
Convention and last year’s San Diego International Comic 
Convention? 

Alicia Najar 


GhaH Qat loD jog be’, Sov nug jlh ge}? —ed 


Chick art 

Of course computer games are art, you silly [“Existential 
Dillemmas,” Three Finger Salute, CGM 132]. We can easi- 
ly classify art for the past 15,000 years but lately, in the 
20th and 21st century, it’s not so simple because its scope 
is too vast to be classified. We have more artists using 
more mediums than ever before in history, so one should 
not bother to compare the different varieties of art since 
art is all embracing and wide-ranging. Think of the word 
art as an umbrella term that encompasses many Cate- 
gories. And yes, that includes computer games. I’m glad 
computer games are art—we need art, therefore we need 
computer games. 

Oh, and don’t feel guilty spending so much time playing 
computer games. When my husband is considering buying a 
game or computer “stuff,” I simply say, “Go ahead. What 
the heck do you work all day for then if you can’t enjoy 
your interests.” 

Kathleen Anderson 


Jlh Sop Ilj puqpu’! —ed 
Chick hate 


Hi, I used to read your magazine cover to cover. Then you 
hired Tom Chick. Now I have to skip to the end of articles 
to make sure he didn’t write them. What demographic are 
you trying to suck up to with this jackass? Methinks you’ve 
been misspelling his name. 

Jon Nilsen 


We're trying to reach the chaetodipterus faber and gymnosarda unicol- 
or demographic. Oh, and JIh neH HoH tlhIH! —ed 
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November blues 

Did you guys get a new Rebound editor? Where are the 

smart quips or the non-sequitur letters? Instead, readers are 

treated to two lame defenses of a lame review of WWII 

Online. There is no question the game was and is buggy, 

but what’s there is fun, if you give the game half a chance. 
David Lewis 


Chop yaS’! Quch?—ed 


You lost us after the first word... 
CGW, the cover of your December issue... 
Jonn 


MaH wej cha, rotlh loD! —ed 


Errata 

Due to an unfortunate production error, the Stronghold 
demo on the November CD-ROM does not install when you 
select it. However, the demo is actually on the CD. 

If you open up the CD in “My Computer” (you may need 
to right click on the CGCD icon and select “Open”) or 
Windows Explorer, you'll find a folder named “Stronghold.” 
Inside you'll find the demo. Just double click on 
StrongholdCDdemo.exe and it will install correctly. We apol- 
ogize for the error. MaH gab. @ 


WWW.CGONLINE.COM 


98 


When I visited Bethesda Softworks in my quest to steal a copy of 
Morrowind [page 36], I had an opportunity to speak with several folks 
early in the day, and then was promised some time with lead designer 
Ken Rolston, who, I thought at the time, they probably rented out by the 
hour. I met Rolston for the first time during his presentation of 
Morrowind at the Electronic Entertainment Expo in May 2001, and won- 
dered how they happened to dig up this particular showman. Obviously 
this was an industry vet that | hadn’t run across before. When I think of 
industry vets, the Sid Meiers, John Carmacks, and Will Wrights kind of 
leap to the forefront. If given a bit more pause, some of the real dinosaurs 
begin to emerge—the Chris Crawford-y, Bob Bates-y set from The Land 
Before Tech. But Rolston was not someone with whose work | was famil- 
iar. The man has many years of design experience, though, from early 
tabletop role-playing games to the unfortunate Battlespire. 

Rolston comes across as part Gygaxian and part Gandolfian, if you can 
picture such an amalgamation, with a very clear vision about what good 
role-playing games should be. “I was into D&D—no, even before D&D, he 
reminisced. “Tunnels and Trolls—the ‘before there was air’ type of role- 
playing.” Aha! Dinosaur. 

He walked into a Science Fiction bookstore in Manhattan one day and 
found a little pamphlet called Tunnels and Trolls. It was mimeographed. 
It was 32 pages long. “As I opened it up, it said you could make charac- 
ters,” he said. “I didn’t really understand that idea, so I rolled some dice, 
and I said, ‘You mean those numbers model a character in the same way 


that CRTs [combat results tables] and wargames work?’ And I said, ‘What 
a concept!’ And then I went to the dungeon, and I said, [delightedly] ‘You 
mean I get to draw on graph paper... and decide what’s there... and put 
little numbers down...?” Eureka, right? “That weekend I went to Vermont 
with some of my friends and we made dungeons for each other, and here 
we are, adults, OK? One was Vice President of an insurance company, I 
was a teacher, and we went into the weeds in the most tragic way. Our 
wives abandoned us and said we were hopeless.” And thankfully he is 
hopeless still. Although untried, Morrowind promises a beautiful design. 
Once cajoled into diverting from what he called his “dog and pony 
show” of game design theory, he made many insightful observations 
about who we are as gamers, what we want, what needs to be “true to 
life” and what can simply be “smoke and mirrors.” And it’s the smoke 
and mirrors stuff that turns what could have been the rigorous drudge of 
straight simulation into another art form. And for Rolston, freeform gam- 
ing is one of the ultimate examples. “We could do it [craft the story] 
either as a very colorless but accurate model of real relationships, or we 
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day of the dinosaurs 


A moment in the mind of Morrowind’s lead designer 


could do the theatrical stuff—scripted, but 
really emotionally effecting. I don’t have the 
tools to synthesize something like that. 
Know where I expect it to get synthesized? I 
expect the player to project into a large 
freeform world a lot of things... and because 
we're giving him feedback at the verbal level 
(admittedly superficially), we hope that his 
experience will be as though the game actu- 
ally responded that way. We’re bluffing. It’s 
all smoke and mirrors, but I hope it works. I 
don’t want great behavior. I want the 
appearance of great behavior. I can’t prove 
that freeform works, I can only believe it.” 
Out of the mouths of dinosaurs. You gotta 
like this guy. You even have to forgive him 
for Battlespire. 

Finally, in reference to my November col- 
umn entitled “Good Grief,” I’d like to apolo- 
gize to NetDevil developer Ryan Seabury. Mr. 
Seabury wrote to me indicating how dis- 
pleased he was with my take on his purpose- 
ly misleading players while playing Majestic. 
I disagreed with most of his points, but he 


dd ...its the smoke and mirrors stuff that turns what could have been 
the rigorous drudge of straight simulation into another art form. FP 


did call me on one thing: my notion that he 
was sending people to what I called 
“ReallyObjectionableWebsite.org” and porn 
sites... “This is utter nonsense,” wrote 
Seabury. And he’s right. Did you ever dot.com 
when you should’ve dot org’d? That’s just 
what I did when investigating one of the web- 
sites he cited in his gleeful self-exposé. Well, 
the dot.com suffixed site is most definitely a 
porn portal, but this is not where Seabury was 
sending people. Mea maxima culpa. Next time 
I'll be a lot more careful when crossing my Ts 
and dotting my orgs. @ 


PHIL STEINMEYER 


un and games 


The myths of working at a game company 


Last night, I was reading a post on the Slashdot message boards (slash- 
dot.org) from a disgruntled former dot-commer. He said that at his previ- 
ous job, he could play with Nerf toys all day long, engage in mid-day 
Quake games, and gorge himself with the free company-provided snacks 
and drinks. After the failure of his company (imagine that!), how was he 
ever going to find a new job where he could have that much fun, particu- 
larly in a weakened economy? 

It seems the public assumes that working in the game industry is also 
an all-day party job. I like my 
job most of the time, and love 


ming. In the end, though, I was discouraged 
that executives far above me in the chain 
canceled two of the three projects I was 
working on for various reasons. The third 
project was deployed, but was only used by 
about 25 salesmen, who mostly complained 
about it because entering the necessary data 
in the system simply added to their weekly 


it some of the time, but Neri dd | dont mean to pooh-pooh game 


guns and a playground atmos- 


phere have nothing todo wih Gevelopment. My job is a lot of fun, and beats 


it. My job is fun because I 


enjoy the actual work. Andfor the heck out of flipping burgers at McDonald's, 


the most part, the actual work 


is not “‘making games.” The or even managing the distribution of frozen 


work is programming the saved 


game feature in C+ +, ora burger patties at a McDonald’s warehouse. PP 


new MP3 playback system, or 

creating and updating a project 

budget. On a day-to-day basis, | don’t create games, | create little pieces. 
Eventually, I hook those little pieces into a game engine, but that game 
engine isn’t fun or even playable for the first two-thirds or so of the pro- 
ject development. 

But I enjoy creating the pieces. I’m happy to come up with a clever 
algorithm that saves 20% of memory usage for maps, or that finally allows 
the buttons to be pressed on our mock-up interface for the new game. 

We've tried some big toys in the office—an old style stick-hockey 
machine and the classic arcade game Omega Race. Both were popular for 
a few weeks, but have barely been touched since. We do have a 
Playstation 2 and a Dreamcast in our conference room, but they only get 
used during lunch and after work, and our Half-Life matches are also 
after-hours only. 

Dot-com style financial extravagance is also absent. Only one guy here 
has one of the now-infamous $700 Aeron chairs, and he bought it him- 
self from a failed dot-com (on the cheap). Our office is filled with $149 
chairs and $300 desks from OfficeMax. We drink bad coffee from a $30 
coffee machine. 

While we don’t play all day or live a pampered, venture-capital-funded 
life of luxury, we still have good jobs. We get to work on fun projects 
that we’re proud of, ones that have been enjoyed by worldwide audi- 
ences. And unlike your average dot-com, we’ve even been known to 
make a profit from time to time. 

Before I got into the game industry full-time, I spent four years doing 
systems consulting for big corporations, making database applications for 
distribution and sales. For a while, I really enjoyed that as well. The 
individual tasks were as challenging as anything I do in game program- 


tasks. But if the earlier projects hadn’t been 
canceled, I might still be sitting in a 
Caterpillar warehouse in the cornfields of 
central Illinois, writing COBOL code for 
warehouse management. Heck, if I’d made 
middle management by now, I might even 
have an Aeron chair! 

I don’t mean to pooh-pooh game develop- 
ment. My job is a lot of fun, and beats the 
heck out of flipping burgers at McDonald’s, 
or even managing the distribution of frozen 
burger patties at a McDonald’s warehouse. 
But ultimately, I’m not paid to shoot my co- 
workers in virtual Quake games or in real 
life Nerf-battles. I’m paid to sit in my cheap 
OfficeMax chair and write C+ + code. And I 
like writing C+ + code, even more than I 
like writing magazine columns.... @ 
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TOM CHICK == 


I was at a party the other day when the battle of Hastings came up. A 
bunch of us guys were standing around in the kitchen hoping some 
girls would come through to get a beer or something. 

“The Battle of Hastings was in 1066,” one guy said. Just then, 
Shannon Ross walked in, so I corrected him. 

“Actually, it depends on which battle you’re talking about,” I said, 
making sure she was listening, “Hastings was attacked several times, 
but most notably in 1750BC, 310BC, and another time in 1545. That’s 
AD, of course. But if you’re talking about the really big Battle of 
Hastings, well, that was in 2008. And man, what a mother of a battle 
that one was. Thank god for my mechanized infantry. Those Aztec 
tanks didn’t stand a chance.” 

They immediately disputed this. We checked the Internet. All I can 
say is, thank god Shannon Ross had gone into another room to talk to 
some guy who I’m thinking was her boyfriend. Needless to say, I left 
the party shortly thereafter to check my saved games. Maybe it’s a bug. 
I’ve tried to explain my side of the story to Shannon Ross, but she 
hasn’t returned my calls yet. 


dd | think you can learn a lot about history 
from our games. | mean, a trebuchet? How 


many people knew about a trebuchet 


before Age of Empires? BP 


As if that weren’t bad enough, I have since found out that the 
Iroquois did not discover electricity in 1450 and trade it to the English. 
The Germans were not the first to learn space flight and they weren’t 
narrowly beaten by the Egyptians in the race to launch an interstellar 
spaceship. Speaking of which, did you know the Great Pyramids are in 
Egypt and not Detroit? 

I guess Civilization III is like an alternative history. Okay, fair 
enough. I’ve read Harry Turtledove. But I’m starting to have my suspi- 
cions about other things as well. In 3000BC, did it really take 500 years 
to march from New York to Boston? My people, the English, get upset 
when I cut off their incense supply. I can understand them getting upset 
if I stop running Benny Hill, but what’s the deal with incense? Are they 
all hippies? I say “my people,” because I’ve learned from Civilization III 
that I’m the King of England. However, I don’t seem to be getting the 
appropriate amount of press coverage, which gives me pause. 

My English get all bent out of shape if they don’t have silk. This 
makes sense to me, because | also learned about history from 


the teaching game 


All I really need to know I learned in Civilization 


Imperialism II. In that game, if you couldn’t 
get enough furry hats for your workers to 
wear, they would stay home and sulk. I 
always thought it was strange that 19th cen- 
tury laborers were so fashion conscious. 
Now I’m wondering if this is untrue. Maybe 
some of them didn’t even wear hats. 

In Civilization III, | have to use a mouse 
and keyboard, even when I’m the King of 
Ancient Rome. This is so unrealistic because 
I’m pretty sure the mouse wasn’t invented 
when Caesar was in charge. I believe he 
used some sort of voice-activated empire 
management dealie. “You guys, go conquer 
Gaul,” he’d say and some guys would go 
conquer Gaul. If he failed, he’d just reload. 
“Ctrl-L,” he’d say. But me? Firaxis makes me 
press buttons because they don’t care one 
whit about realism. When will these game 
designers learn that we want realism? Just 
ask any flight sim developer. As far as I’m 
concerned, the game is hopelessly broken. 
Hopefully, Firaxis can fix some of these 
things in a patch. 

For instance, I thought battleships had 
fallen out of favor in the modern navy 
because we found out phalanxes could sink 
them. But it turns out no one’s even building 
phalanxes anymore, because they’ve all dis- 
covered gunpowder. These sorts of unrealis- 
tic game mechanics are particularly danger- 
ous for children who might be misled into 
thinking pollution doesn’t matter as long as 
we keep about twenty workers handy to 
clean up those unsightly brown spots. I see 
kids today throwing candy wrappers on the 
ground and I wonder if they’re playing too 
much Civilization for the good of our planet. 
Sid Meier, when our planet is choked with 
Skittles wrappers and those brown paper 
cups from Reese’s Peanut Butter cups, itll 
be all your fault. If only you had made a 
more realistic game. @ 
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the needs of the citizens. from the ground up. your business. 
Strategically exploit lucrative business Choose the style, size, location and type of Find ways to attract the most customers to 


opportunities. over 44 different businesses to operate. generate cash and fuel your growing empire. 
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ie oo If your aim is dead center, shouldn’t your sound be too? 


For dramatic 3D positional audio, add a center channel to your gaming experience. 
Creative’ Inspire” 5.1 5300 is the. most affordable Dolby® 5.1 speaker solution to 
feature a center channel in addition to four electronically contoured surround 
satellites, and a: wood subwoofer for clean, solid bass. Designed to bring thrilling 
home theater sound to Microsoft®. DirectSound® 3D games, like Red Faction”, 
Inspire 5.1 5300 creates a 5.1 soundfield with 6-discrete channels when combined 
with any multi-channel Sound Blaster® sound card. For the most riveting home 
theater gaming experience at an unbelievable price, Inspire 5.1 5300 is.a direct hit. 


Visit www.americas.creative.com to preview the entire Creative Inspire” 
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